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Hi there, gamesters, it’s time for another bumper 
Book of Games just in time to stop you getting 
bored during the summer holidays. 

We think we’ve come up with another interest¬ 
ing and entertaining selection of programs sent 
in by our readers. 

Besides being fun to play, they’ll hopefully 
help you improve your programming skills. 

All the games have been tried and tested by 
our team of reviewers. Bugs should be few and 
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far between — but if you have any problems, 
don’t hesitate to call C&VG’s Bug Hunter who 
will try and solve your problems. 

And if these listings have inspired you to try 
your hand at coming up with a game of your own, 
we may be able to publish it. 
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CBM Rd The star * ,eet has been destroyed and your ship is the only 

uuivi u*t survivor. Now a meteor storm strikes. Can you make it back 

to the Mother Ship? 
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Find the scattered keys to unlock the door to success. But 
beware the Pacmen who are bent on your destruction. 
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Another brick in the wall. . .and a 
whole lot of points to be won by 
breaking out. 
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Your space shuttle runs out of fuel and 
is forced to crashland on a hostile 
planet. But to collect more fuel you 
must brave the planet’s perils. 
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SPECTRUM 


Snakes Alive! Red Fred’s in peril as he jumps from 
block to block painting his pyramid. Will the snake 
and the bouncing ball beat him? 
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Oh Buoy! High speed action as you collect the 
yellow buoys but steer clear of the red ones. 
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Time ticks on. It could be seconds 
before it explodes. But having 
defused one bomb, another appears. 
Can you keep your nerve? 
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Test your skills with a Light Sabre against deadly bolts 
of energy. Quick wits are needed in this skirmish. 
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Creepy-crawly capers among the 
mushrooms. The more you eat, the more 
you score. 
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Test your horse sense. Have you the skill to 
guide your trusty mount over the jumps? 


DO 

IZU 


CO ICO OQTC CBM 64 
JUHU\ l\l 11 U 


Venture down into the rat-infested sewers. But 
watch out that they do not make a meal of you! 
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SPECTRUM 


Diamonds may be forever but you won’t be as you 
hunt these precious stones in a rock fall. 
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Have you written a games program that you’d like to see printed 
within C&VG ?You have? Then fill in this form and rush it to us at 
Computer & Video Games, Program Listings, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. We pay £25 for each listing 
we print — so get your game to us today! 

We’d also like you to send us a photograph of yourself — it 
doesn’t matter how silly you look — so we can feature your 
smiling face alongside your listing and make you REALLY 
famous. Money and fame — what more could you ask for? 

Please fill in the form below carefully so we know exactly 
what’s going on in your game. And please include full 
instructions and program details along with your tape. Don’t 
forget to keep a copy of your game for yourself. We’re afraid that 
we can’t return your tapes to you. 

Talking of tapes — that’s how we’d like you to send your 
games in to us. On tape or disc — with a listing if you have a 
printer. 

Lots of our readers have been asking just what happens to 
their games when they arrive at C&VG. Well, we send them out to 
our team of hard working reviewers who let us know just what 
they think of your game. If they like it, your tape will go into our 


“to be published” files. And that’s where the waiting starts. We 
receive several hundred tapes each month — and loads of them 
are printable. So it can take quite a while to see your game in 
print. But we like to think that it’s worth the wait! 

And starting here and now you could become C&VG’s 
Programmer of the Year — which we’ll judge at Christmas time. 
So you could get an unexpected Christmas bonus. And don’t 
worry those of you who already have had programs printed — 
you’ll be eligible too! 


Program name:. 

Machine make:.Model 


Other models it should run on:.Number of K needed to run it: 

Other equipment (joysticks, Extended 

Basic, add ons, etc.) needed to run it:. 

Author’s Christian name:.Surname. 

Address:. 


.Tel:.Date: 

Type Of game: (If original please say so). 

Loading instructions:. 

Game instructions: (If not included in the listing). 


■Office use only 


Date received: 


Acknowledgement sent: 


□ 


Name of 
evaluator: 


Date sent out:. 
Date due back: 


Needs to be returned to 
author for alterations: 

Due to be published in. 
issue of magazine. 


□ 


Date 

sent: 


Evaluator’s comments 

Good enough 
to publish 

Needs some 
tidying up 

Not worth 
publishing 

Same game 
already published 
on this micro 

Wouldn’t load 


□ 

□ 

□ 

□ 

□ 
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All weapons are out, the rest of the fleet is destroyed, and you’re stuck in 
the middle of a meteor storm, desperately trying to make it to the Mother 
Ship. I know what you’re thinking: “Why does it always happen to me?!” 

The idea of the game is to dodge the approaching chunks of rock to 
dock with the Mother Ship at the top of the screen The keys are: 

Cursor Right = RIGHT 

Cursor Down = LEFT 

Space Bar = UP 


When typing in the listing, you’ll often find words within square 
brackets, indicating the keys ycu should press. This method eliminates all 
those nasty-looking graphics characters. So: 

[HOME] — Press the HOME key. 

IRED] — Colour Red. 

Is X] — Press key X whilst pressing SHIFT. 

[c X] — Press key X whilst pressing C = . 
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ft2 r1 =10:R2=13-R3 
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50 SOUND=10 = 55296 :O 1 = 102U 

11 od tnT "[CLEAR] [WHITE* J Tl [RIGHT] [ 

12 0 PRINT trigHT] [RI gHTJ ^ tT „ 

rHTl [RI ght:1 tRlGH J iiv.TTTKOR DODGER H 

ORTNT " [ DOWN ] [ DOWN J l ^ own 3 [ do 

To fob 

160 POKE A.INTU,m. then NEXT a 

170 = ‘ T i *1° 

3.80 IF A*- 20: NEXT 

190 FOR Z-l TO ^ „ ** 

200 GOT °,^°set up varxbles for rocks 

210 REM *** sai 

* 

230 GOSUB 990 
2 ao GOSUB 1060 

To S^Tprint up S SSi A o° E " E 

To “kb 53280. 0 ! POKE 53280.0 

To SV'—IffoUbvsok, 
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530 PRINT TAB(30). 

ON SCREEN ** 

*». * . SpO^TKo, X.H50-^30_ 


3 55 




5 *7 


: #IVD 


( l00) 


(l 


OO) 

■ r 5 






’Ho 


Rem 


127 


*6 


—*'■* ** — V 

Po *e vZ° LotJ x 


220 


30. 


*7= 


R6; 


IJ ?0; 


: RJVd 


(1 


RNd 


*7= 


Oo ) 


(l 


00 ). 


p o *e ::**.i3* *l L 


: 3o 


uS > vT,°-I3 


s p«x 




*** 


^0 P --^ - 
I ^7o °« E V*4 5 ’ 8 

z° •2'Z'g:! 3 

f ~ *° GET ... Cfi Ecbr 
5o 0 Ta A *:ir? K 

c- T .IF 


53o £8,;.. *4T 0 

IT 0 f' x —o 

Ostttz v ^ 

560 lE S v° 4A,D X>X °0 5 f 
5 5 Jo° ^'S***** ND *<‘33 

,.° *1 = *, Sp EEn V ** e 


** 


lO; + V + n ^ Op b-a 


FEEjv 


+ ll 




5 P *5TE eock 


*3 

=E7 









POKEU1 


= 1024 
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50 uc TIq N s ^ Sc .-J?E7 
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^^^^^^X<^TH EN 1U10 
g80 GOTO 490 f 

990 PRI ^ T "i C MAKE 3 UP EACH SPRITE *** 

1000 REM ** make ur 

1010 V=53248 

io 30 FOR^*S= 0 ^TO^ 62 : READ 0:POKE 832+S.D 
1040 NEXT S 

» 52 »»ff ^ 4 T“ 

i° 0 7 8 °0 lTsTVo%^lo Z l:lo^ 8,6.S.D,» 

EXT 

1090 RETURN 2 224,0.7.224,0,7. 

1100 DATA 6a, °’ 2 ;|o’ oil 5 160.24,5 
160 ' °’ ^aio’ 2i 1?’. 176%0.13. 184,126.29 
1110 DATA 240.1 2 “’ * 254.126.127 

.184.91.29.190.91.125. , 255 .255.!91.25 

1120 DATA 255.255.255 

in^^rEH^;” 5 ' 252 ' 63 ' 2 ” 

tiU 8 *. 0 - ** 

VI _TNT(250*RND(1) + 1>.RETURN 
too X2-INT(250*RND(1) + 1)•RETURN 

SisissHS 

EHSiHss 

1260 GOTO 490 
1270 ENX=ENX-1 

tlgO PRINf "UOmI] " ; TAB ( 37 ) i ENX 

tits srs soREEN 

1320 POKE V+ °*^lf OKE v+3,20:RETURN 
1330 POKE V + 2.3 • v+5 ,20:RETURN 

1340 POKE V+ ^’^°* OKE v + 7 . 20:RETURN 
1350 POKE v+ 6.90:POKE 7 . RETURN 

1360 POKE v+8tl0 °; “ E v+11.20:RETURN 

SSHS-“:= 

Hr ** 

1/120 POKE 54296.0 
1430 ZZ=1 
1//40 GOSUB 1840 

iU! J5S • 

1/170 PRINT [CLEARJ 

1480 PRINT "tL DOWN ][DOWN][DOWN][RI 
1490 PRXW ' S K! [RIGHT] [RIGHT] [ 
GHT][RIGHT],r RIG HT][RIGHT][RIGHT 
RIGHT][RIGHT][RIGH]H [RIGHT][RIG 

1EIGHT1IR 

IGHT]YOU SCORED : -SC ^ 
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BY PAUL EVANS 


Fortunately, there are only two keys to master in this fast 
action levels-and-ladders game for the BBC micro. These 
are: Z — left X — right. 

The object of the game is to collect the keys which 
you’ll find scattered about the screen, then return to the 
starting door to move onto the next screen. You move up 
a level simply by running into a ladder, and down again by 
dropping through any of the holes in the floors. 

Just to make things a little more complex, you’ll find 
yourself pursued by Pacmen, bent on your destruction. 
These will move relatively slowly on the first screen, but 
speed up later on, whilst you find yourself slowing in 
comparison. 

Finally a tip from the author: “Move at just the same 
speed as the Pacmen, because they can match any speed 
that you move at.” 


10 MODE2 

11 GOTOllOOO 
15 *FX11,0 
20 PROCUDGS 

30 VDU23; 8202 ; 0 ; 0 ; 0 ; 

39 PR=1:PS = 1 

40 MX=967:MY=127:AX=135:AY=991: BX=839 
:BY=607: CX = 7:CY=5H:SO=0:OS = 0 :S = 0 : Pl = 6 /l: 
P2=64:P3=64:MZ=130 

50 GOT02000 
110 GOTO50 
lOOODEFPROCUDGS 

1010 VDU23.128,28,12,72.62,9,20, 34.17 
1020 VDU23,129.56,48.18,124,144,40, 68,1 
36 

1030 VDU23, 130 . 28 , 28 , 8 ,127. 8 , 20 ,34,65 
1040 VDU23,131, 66 ,126,66,126,66,126, 66 , 
126 

1050 VDU23. 132 ,90.255.255.255.255.255,2 
53.152 

1060 VDU23,133.18,63.127.63,31.63.127.5 

0 

1070 VDU23,134.72,252,254.252.248,252.2 
54.76 

1080 VDU23, 135 . 0 , 0 .32, 80 ,95. 85 , 32.0 
1090 VDU23,136. 8 . 8 , 8 .24.24, 8 , 8,8 
1100 VDU23,137.60.126,252,248,252.126,6 
0 , 0 ^ 

1110 VDU23. 138 ,60,126,63,31,63. 126 . 60,0 


1120 VDU23,139.68,238.254,254.254,124,5 

6.0 

1130 VDU23.140,255.255.255.255,255.255. 
255.255 
1140 ENDPROC 
2000 VDU4.-REM SCREEN I 

2010 CLS:COLOURLC:PRINT"SCREEN NUMBER: 
PS 

2020 COLOUR13:PRINT" ";:VDU 1 

35:PRINT:COLOUR1:VDU133,132.132,132.134: 
COLOURO:VDU140:COLOURl:VDU133,132.132:CO 
LOUR7:VDU131:COLOURl:VDU132,132,132,132, 
132.132:COLOUR?:VDU131:COLOURl:VDU132.13 
2 ,134 

2030 COLOUR7:PRINT" ";:VDU 131 :P 

RINT" VDU131:PRINT:PRINT” 

:VDU131:PRINT" :VDU131:PRINT 

2040 COLOURl:VDU133.134:COLOURO:VDU140: 


COLOURl:VDU133.132:COLOUR7:VDU131:COLOUR 
1:VDU134:COLOURO:VDU140:COLOURl:VDU133. 1 
32,132:COLOUR7:VDU131:COLOURl:VDU132.132 
.132.132,132,132,132,134 
2050 COLOUR?:PRINT" " 5 :VDU131:PRINT 

" ";:VDU131:PRINT:COLOUR13:VDU135:CO 

LOUR7:PRINT" ";:VDU131:PRINT" ";: 

VDU131:PRINT 

2060 COLOURl:VDU133. 132 .134:COLOURO:VDU 
140:COLOURl:VDU133.132,132,132.132,132.1 
32.132.132. 132 , 132 , 132 , 132 ,132:COLOUR7:V 
DU131:COLOURl:VDU134 
2070 COLOUR7:PRINT" 

:VDU131:PRINT:COLOUR7:PRINT" 

";:VDU131:PRINT 

2080 COLOURl:VDU133.134:COLOURO:VDU140: 
COLOURl:VDU133.132.132.132,132,132,132:C 
OLOUR7:VDU131:COLOURl: VDU134: COLOURO: VDU 
140:COLOURl:VDU133. 132, 132: COLOUR7 : VDU13 
1:COLOURl:VDU132.132,134 
2090 PRINT" "; :COLOUR7:VDU131: 

PRINT" ";:VDU131:PRINT:PRINT" 

" 5 :COLOUR7:VDU131: PRINT" :VDU13 

1:PRINT 

2100 COLOURl:VDU133. 132 , 132.132. 132.134 
:COLOURO:VDU140:COLOURl: VDU133:COLOUR7:V 
DU131:COLOURl:VDU132.132, 132,132.132.132 
.132.132,132,132.134 
2110 COLOUR7:PRINT" "::VDU131:PR 

INT:PRINT" ";:VDU131:PRINT" 

";:COLOUR13:VDU135:COLOURO:VDU140 
2120 COLOURl:VDU133.132,134:COLOURO:VDU 
140:COLOURl:VDU133,132.132,132,132,132.1 
32,132,132:COLOUR7:VDU131:COLOURl:VDU132 

, 132 , 132 . 132 , 132.134 

2130 PRINT" "; :COLOUR7:VDU1 

31:PRINT:COLOURO:VDU140:COLOUR13:VDU135: 
PRINT" "i:COLOUR7:VDU131:PRINT 


2140 COLOURl:VDU133.132, 132.132.132.132 
:COLOUR7:VDU131:COLOURl:VDU134:COLOURO:V 
DU140:COLOURl:VDU133.132,132,132,132. 132 
, 132 .132:COLOUR7:VDU131:COLOURl:VDU 132,1 
34 

2150 PRINT" "::COLOUR7:VDU131:PRIN 

T" ";:VDU131:PRINT:PRINT" 

";:COLOUR7:VDUl31:PRINT" " 5 :VDU 

131:PRINT 

2160 COLOURl:VDU133.132. 132 :COLOUR7: VDU 
131:COLOURl:VDU132.132.132,132.132.134:C 
OLOURO:VDU140:COLOURl:VDU 1 33.132: COLOUR7 
:VDU131:COLOURl:VDU132.132.132,132,132.1 
34 

2170 COLOUR7:PRINT" ";:VDU131:PRINT” 
" 5 :VDU131:PRINT:PRINT" " 5 :VDU 1 
31:PRINT" " 5 :COLOUR13:VDU135:COLOUR7: 
PRINT" :VDU131:PRINT 

2180 COLOURl:VDU133:COLOUR7:VDU131:COLO 
UR1:VDU132,132,132,132.134:COLOURO:VDU14 
0:COLOURl:VDU133.132,132,132.132.132,132 
,132,132.132,132.134 

2190 COLOUR7:PRINT" ";:VDU131:PRINT:PRI 
NT" ";:VDU131:PRINT" ";:COL 

OURll:VDU136:PRINT 

2200 COLOURl:VDU133.132.132,132,132.132 
,132.132.132.132,132,132.132,132,132.132 
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. 132:COLOUR7:VDU131:COLOUR1:VDU132,134 
2210 PRINT" ";:COLOUR7: 

VDU131:PRINT:PRINT" ";:C 

OLOUR7:VDU131 

2215 VDXJ5: MOVEMX, MY: GCOLO, 5: VDD130: MOVE 
AX,AY:GCOLO,3:VDU139 


2220 GOSUB8000:IFSO=-1THENSO=0:PS=PS+ 1 : 
PR=PR+1:GOTO40 

2225 IFPS=70RPS=130RPS=190RPS=250RPS=31 
ORPS=370RPS=430RPS=490RPS=550RPS=6lTHENP 
R = 1 

2230 IFPR=3ORPR=6THENGOSUB9010: GOSUB 902 
0:GOSUB9000:GOTO2300 
2240 IFPR=2ORPR=5THENGOSUB9000:GOSUB 901 
0:GOTO2300 
2250 GOSUB9000 
2300 IFOS = -1THEN100 00 
2310 GOTO2220 

8000 SOUND 2 ,-10,77.1:BN=50-2*PS 

8001 IFBN<1THENBN=2 

8010 A$=INKEY$(BN):IFA$=""THENMOVEMX,MY 
:GCOLO,5:VDUMZ:RETURN 
8020 IFA$O"Z"THEN 8030 
8025 IFMX>64THENMX=MX-64: GOTO8050 
8027 RETURN 

8030 IFA$<>"X"THEN8040 

8035 IFMX<1215THENMX=MX+64:GOTO8050 

8040 RETURN 

8050 IFPOINT(MX+32,MY-l6)<>llTHEN8060 
8055 IFS=5THENS=0:GOTO 86 OO 
8057 GOTO8500 

8060 IFPOINT(MX+32 , MY-20 ) O7THEN8070 

8062 IFA$="Z"THENMOVEMX+64,MY:GCOLO.0:V 
DU140 

8063 IFA$="X"THENMOVEMX-64,MY:GCOLO,0:V 
DU140 

8065 F0RI=lT03:MY=MY+32:MOVEMX,MY:GCOLO 
,5:VDU130:MOVEMX,MY-32:GCOLO,0:VDU130:MO 
VEMX.MY-32:GCOLO,7:VDU131:SOUND 2 ,-10 ,97 + 
1*40,l:NEXTI:IFPOINT(MX+32.MY-20)<>7THEN 
8020 

8066 GOTO 8 O 6 O 

8070 IFPOINT(MX+32.MY-44)<>0THEN8080 

8072 IFA$="Z"THENMOVEMX+64,MY:GCOLO,0:V 
DU140 

8073 IFA$="X"THENMOVEMX-64.MY:GCOLO.0:V 
DU140 

8075 FORI=1T03:MY=MY-32:MOVEMX.MY:GCOLO 
, 5:VDU130:MOVEMX.MY+32:GCOLO,0:VDU130:SO 
UND2,-10,250-1*40. 1 :NEXTI:GOTO8020 
8080 IFPOINT(MX+32,MY- 16 )=13THENS=S+1:M 
OVEMX,MY:GCOLO,0:VDU140:SOUND3,-10,253,2 
8090 IFPOINT(MX+32,MY- 16 )=3THENOS=-l:RE 
TURN 

8399 SOUND1.-10,121 ,1 

8400 IFA$="Z"THENMOVEMX,MY:GCOLO,5:VDU 1 
28:MOVEMX+64,MY:GCOLO,0:VDU140:MZ=128:RE 
TURN 

8410 IFA$="X"THENMOVEMX,MY:GCOLO,5:VDU 1 
29:MOVEMX-64,MY:GCOLO,0:VDU140:MZ=129:RE 
TURN 

8500 IFA$="Z"THENMX=MX+64:RETURN 
8510 IFA$="X"THENMX=MX-64:RETURN 
8600 REM CHANGE SCREEN 
8650 SO--1:RETURN 

9000 MO=Pl:X=AX:Y=AY:PROCCHASE:Pl=MO:AX 
=X:AY=Y:RETURN 


9010 MO=P2:X=BX:Y=BY:PROCCHASE:P2=MO:BX 
=X:BY=Y:RETURN 

9020 MO=P3:X=CX:Y=CY:PROCCHASE:P3=MO:CX 
=X:CY=Y:RETURN 
9100 DEFPROCCHASE 
9110 IFX+MO>1279THEN9500 
9120 IFX+MO<OTHEN9500 

9125 SD=INT(RND(1)*3):IFSD=1THEN9130 

9126 GOTO9140 

9130 IFX>MX THEN MO=-64 
9135 IFX<MX THEN MO=64 

9140 IFPOINT(X+MO+32, Y-16)=11THEN9500 
9150 IFPOINT(X+MO+32,Y-16)=13THEN9500 
9160 IFPOINT(X+MO+32 , Y-16)=50RPOINT(X+M 
0+32,Y-12)=5THENOS=-l:ENDPROC 
9165 IFX=MX AND Y=MY THEN OS=-l:ENDPROC 


9170 PP= 0 :IFPOINT(X+MO+32,Y- 20 )<>7THEN 9 
180 

9172 MOVEX,Y:GCOLO,0:VDU140 

9175 F0RI = 1T03:Y-Y+32:MOVEMO+X, Y: GCOLO, 
3:VDU139:MOVEMO+X.Y-32:GCOLO,0: VDU139: MO 
VEMO+X,Y-32:GCOLO,7:VDU131:SOUND2,- 10,97 
+1*40,1:NEXTI:X=X+MO:PP=1 

9176 MOVEMX,MY:GCOLO.5:VDUMZ 

9177 

9180 IFPOINT (MO+X+32 . Y-44 ) OOTHEN9190 
9182 MOVEX,Y:GCOL0,0:VDUl40 

9185 F0RI=1T03:Y=Y-32:MOVEMO+X.Y:GCOLO, 
3:VDU139:MOVEMO+X,Y+32:GCOLO, 0 : VDU139: SO 
UND2,-10.250-1*40,1:NEXTI:X=X+MO:PP =1 

9186 MOVEMX,MY:GCOLO.5:VDUMZ 
9190 REM 

9400 IFMO=-64THENX=X+MO:MOVEX,Y:GCOLO,3 
:VDU138:MOVEX+64,Y:GCOLO,0: VDU140: G0T099 
98 

9410 IFMO=64THENX=X+MO:MOVEX, Y:GCOLO, 3: 
VDU137:MOVEX-64,Y:GCOLO, 0 :VDU 140 :GOTO 999 
8 

9500 MO=-MO 

9998 REM 

9999 ENDPROC 

10000 MODE7:SOUND 1 ,-10,5.15: PRINTTAB( 10 , 
10);:VDU141:PRINT”YOU'RE DEAD!!!" 

10001 VDU141:PRINT" YOU'RE D 

EAD! ! ! " 

10010 PRINT:VDU141:PRINT" YOU SCORED:"; 
PS*5+S 

10020 VDU141:PRINT" YOU SCORED:";PS*5+S 

10999 END 

11000 CLS:INPUT"COLOUR OF PAC-MAN: "PMC 

11010 INPUT"COLOUR OF YOU: "MC 

11011 PRINT 

11020 INPUT"KEY COLOUR: "KC 

11021 PRINT 

11030 INPUT"DOOR COLOUR: "DC 

11031 PRINT 

11040 INPUT"FLOOR COLOUR: "FC 

11041 PRINT 

11050 INPUT"LADDER COLOUR: "LC 

11051 PRINT 

11055 INPUT"BACKGROUND COLOUR: "BC 
11060 VDU19, 3. PMC, 0.0,0: VDU19,5. MC, 0, 0,0 
:VDU19,13.KC.0,0,0:VDU19,11,DC,0,0, 0 :VDU 
19.1. FC, 0,0,0: VDU19,0, BC, 0,0,0: VDU 19 , 7 , L 
C, 0,0,0 
11070 G0T015 


e 

00 


* 


00 


00 




00 






00 


00 




00 


00 


0 A 0 0 A A A 0 ^ 0 





















n OTO 6 S 0 =aUa ^- V = 36 87 ^ 

•> J P *W'^MEnG»rl PEEK(3C 

Rq ^0 REM**rt T r> * 

■ *> po KESa B + L r 24 w H ballhi 

■ 55 REM%*MAXN ro OKESl+1 

9 60 AS-» rI? AIN L °OP** 

m WNJ f down j °down?? WN][d °wnj 

I f°WNj Lr>omnZ"T N] fDo * 

I fDOWNJ [Dom]° ni f ,? OWNJ to 
ffl [RIGHT]f RlGH ~ 7 ;® $= fRlGHT 
J T] f R lGHT] fRiGH-rf5 GHTJ f R lG) 
I GHT HRlGHTnJT^ fRlGHT nRJ 
I JIOHTJ fR ightJ» J fRI «HTJ| 

90 GOSHB3^ HlTE] fRV SOFFj L » 
iOO GOSUB/J20 

110 psi i # A 

120 Vl *=V*(pE£^r 10; LR = 1: UD = 1 


HRFFililll 11 BY MARK gannon 


This fast-action Vic-20 version of the classic game Breakout 
certainly deserves a look. 

Use the keys: 

— Left — Right 

to move the bat. Hit the bouncing ball to destroy the rows of 
coloured bricks. The ball has an annoying habit of changing 
direction when it knocks a brick out of the wall, so you’re never quite 
sure where it’ll return. 

The program loads in two sections which you’ll have to save, one 


after the other on tape. When typing in the listing, you’ll often find 
words within square brackets, indicating the keys you should press. 
This method eliminates all those nasty-looking graphics characters 
So: 

— Press the HOME key. 

— Colour Red. 

— Press key X whilst pressing SHIFT. 

— Press key X whilst pressing C = . 


[HOME] 


[RED] 


Is X] 


cX 


Misisasis!as«ssis 

5S A ?rIMT"iEdoSh][CYAN]THK MOVEMENT KEYS A 

pplNX"t DOWN^IdOWN ][GREEN]THE LEFT SID L 

“ ■■ 

;.*ss.sssi: ^ 

S5=Si=s“ 

OADING nb-vt-PRINT” [BLACK] [DOWN] 

r D 0»»HDSHDO«»l tDOWN 1 lDC. [DC. .DOW 

! J^STd! POKE631.7.. -PO«6 
633. 87: PQKF.63tt. 13: POKE635.131 • E WD 

v hi i I M WSBB 

"W- * 




























CK][RVS 
[WHITE] 


L80 IF p EE K( W-22) 160THEN230 heng0 SUB 

L90 W=G*22+F+7680: IFPEt.^"/ 

\° 00 PRINT" [HOME 1 " , LEFT, ( A, . P ) , LEFT, ( B* . Q 

Ho" PRINT" [HOME ] ": LEFT, ( A, . G ) : LEFT, ( B, . F 
)"[YELLOW][s Q]"!Q-F:P G 
220 GOTO120 

230 W«0: IFSOHITHENHI-SC 

235 IFBA=3THEN280 

III tWHXTE, 

25 „ [GREE»)»LEFT,<I» 


:PRINT:PR 
BREAKOUT 


360 PRINT: PRINT: PRINT: PRINT 1*^ 

T","RIGHT":PRINT:PRINT"[BLACK] 

36 fPRINT:PRINT:PRINT"[RIGHT][RIGHT][RIG 

5i ! SSI-^BLACKHRIGHT] [RIGHT] SHI 

370 L PRINT: PRINT*'[PURPLE] ^ (8 O] [c T] [c ^ 

][c T][c t « T][c H j |i. prxNT" [PURPI 
i\° Ti l ^UL C ACK] PRESS'ANY KEY .[ PURPLE] [< 


1U0 

0 

150 

160 

.5) 

170 


130 'print" [HOME] "; a, S TABLV ) S " L»* 

ON ] [RVSOFF][HOME]";A,;TAB (VI), 

[c T][c T]";:V=V1 

_ ^ to.tff-1ORF=20THENLR=-L r 

jpG»20ANDF<''lENDF<>20THENLR=SGN(F-V- 

IFG=11ANDFNZ(3) - XAEDF<18ANDUD"1 t HENF 


380 PRINT" [ s 

@3 [c @] [c @] [c 

@ ] [ C @ ] [ S @ ] " 

390 FORI = lTO1000: NEXT 
395 POKE198.0 
tt00 GETT$:IFT$="»THEN400 
410 RETURN 

415 REM*SCREEN SETUP* 

E] [RVsSwf' B79 ' 8:PRI NT"[CLEAR] [DOWN] [WHIT 


[RVSOFF]" 


FORI=lTO20:PRINTC,;:NEXT 
PRINT"[HOME][DOWN][DOWN][DOWN][DOWN] 


tn? F 0 RI ~7T01STEP-1:PRINTMID,("[WHITE1fR 

T iKT A " ][PURPLE ][GREEN][BLUE][YELLOW]" 
I.l)"[RVSON] [RIGHT] [s P][ s Pi U pi r ’r 

* "f* 'jf «t. fh. ;j[: ;jf: piu 

P] [s P] [s P] [s P] [ s p] [s pj j- 
RIGHT][RVSOFF]";:NEXT 

460 PRINT"[HOME][GREEN]SCORE"SC"THOMFlr» 

IGHT][right j[right][right][right! ipiffi? 

[RIGHT] [RIGHT] [RIGHT] S 

T] [RIGHT] [RIGHT] [R M „] “SjBA^B a 

[oo„» p ^S?3;?S‘-™hj-;hoo„», 

[RVSOFF]"; 

RETURN 

REM**BLIP WHEN BALL HITS BAT** 
POKES!,240:POKES1.0:RETURN 
REM**MUSIC LOOP** 

POKE198 ,0 

rKdm’ IFN = - 1 THE NRHST0RE: GOTO490 

POKES 1 ,N:POKES2 # N 
FORI=iTOM:NEXTI 
POKES 1 , 0 :POKES2,0 
FORI=iTO10:NEXTI 
GETT$: IFT$ = fMf THEN/l 95 
RESTORE:RETURN 

DATA201 , 240, 201, 2.1X0 f 201,120 1Q1 i pn 
565 DATA 195 ,240,I 95 ,240 ,195 120 1 A 3 

570 DATA191.120.195, 120 , 1 9 J! 120 ’iss ’lla 

0.5. 201,240.201.240, 201, lIo.^’^O 
159 201,120 * 191 * 120 * 175.120. 

183 .’JS ' 195,120, 191 * 120 > 195. 120 . 

590 DATA175.120.201.120.201.120 191 „ n 

195, 12 ^ 183 ' 120 * lot* 1 ^°* 195. 3.2°, I. 75 , 120 , 
191 . 120 3 ’ 20 ’!9!.120.195.120,18 3 .120, 

7 °° DAT A 1 95 t ! 20 ,I 8 3 , 120 , 191,120 195 120 

zh'Alo' 183 ,i 2 o, 2 oi * i 2 °* i 9i.i2o.i95:i2C: 

705 DATA191. 120 . 195.120 

HI li T o A tll , ^°’ 191 ' 120 ' 215.120.201.120. 
xI 3 l“o a ’ 120 , 159 * 120 - 1 95.120.191.120. 

720 DATA 175 , 120 >167. 120 .175. 240 . 0 . 490.-1 


470 


475 


480 


485 


490 


495 


500 


510 


520 


530 


540 


550 


555 


560 
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BY NIBBLESOFT 



The deep space 
shuttle mission 
started out peace¬ 
fully enough — but 
then trouble. Your 
fuel tanks are 
empty. 

Youronly hope is 
to crash land on a 
nearby planet and 
collect fuel in the 
hope of being able 
to resume your 
mission. 

But beware the 
flying saucers and 
deadly laser which 
could mean total 
destruction. 

Full instructions 
for Spectranaut are 
included in the 
program. 


10 MODE 1 INK 0,0:BORDER 0-INK 1, 
2,26>INK 3,£ 

20 SYMBOL AFTER 9 ?■SYMBOL 97,31,1 
255,254,254,255,127 = SYMBOL 99,63, 
0,O,0,0 : SYMBOL 100,192,224,240,24 
26,126, 63 = SYMBOL 101,0,0,0,0,127, 
, 1 27 : SYMBOL. 102,63, 63 ,127, 255,255 


24:INK 


31,7,1, 
8,252,1 
255,255 
,254,25 


2 .« 248 

30 PAPER 3=PEN 1 : PRINT" ad 

cd 


efPECT 

RftNftUT PAPER 1 : PEN 3=P 

RINT" BY NIBBLESOFT 

ii 


40 PAPER 0:PEN 2:PRINT"AS YOU WERE FLYIN 
G THROUGH SPACE IN YOURSPfiCE SHUTTLE YOU 
RAN OUT OF FUEL AND HAD TO CRASH LAND 
ON AN ALIEN PLANET. YOU NOW HAVE TO R 

E-FUEL YOUR SHUTTLE TO TAKE OFF SAFEL 

Y. " 

50 PRINT:PRINT"YOU DO THIS BY FLYING UP 
TO THE OIL DRUMAT THE TOP OF THE SCREEN 
AND RETURNING TO YOUR SHUTTLE AT THE BO 
TTOM LEFT OF THE SCREEN." 

60 PRINT:PRINT"YOUR SHUTTLE NEEDS 10 UNI 
TS OF FUEL TO FLY, SO YOU WILL HAVE TO 
MAKE THE JOURNEY TEN TIMES." 

70 PRINT:PRINT"HIT ENTER TO CONTINUE" 

SO RESTORE 120 = ENV 5,15,-1,10:ENV 6,15,- 

1,2 

90 READ N‘i,D‘:,E’;: IF N5£*-l THEN 80 
100 SOUND 1, N>:/2 , Wit 10,15, EL+5 


110 IF INKEY<18 >=0 THEN 200 ELSE 90 
120 DATA 1517,4,1,1517,4,1,1517,4,1,1517 
,4,1,1517,4,1,1517,4,1,1517,4,1 
125 DATA 478,2,0,506,2,8,568,4,0,478,2,0 
, 586,2,0, 568,4,8,478,2, 0 , 506,2, Li, 568, 2,0 
,632,2,0,568,2,0,506,2,0 
130 DATA 478,2,8,506,2,8,568,4,0,478,2,8 
, 5£i6,2,0, 568,4, @, 478, 2,8,506-, 2,0, 568, 2, 0 
, 632,2,0,568,2,0,506,2,@ 

140 DATA 426,2,0,478,2,8,506,4,8,426,2,0 
,478,2,8,586,4,8,426,2,8,478,2,8,586,2,8 
,568,2,0,586,2,8,478,2,0 
150 DATA 426,2,8,478,2,8,506,4,0,426,2,8 
,478,2,0,506,4,8,426,2,8,478,2,8,506,2,8 
,568,2,8,586,2,0,478,2,8 
160 DATA 478,2,0,506,2,8,568,4,0,478,2,8 
, 506,2,0,56Si, 4,0,478,2,8,506,2,8, 568, 2, fj 
,632,2,0,568,2,0,586,2,0 
170 DATA 478,2,8,506,2,0,568,4,0,478,2,0 
,586,2, 8,568,4,8,478,2,0,586,2,8,568,2,8 
,638,2,0,568,4,8,379,8,8 
190 DATA -I,-1,-1 

280 CLS:PRINT"WHEN YOU GET FUEL FROM THE 
DRUM THE COMPUTER WILL BLEEP. YOU W 
ILL HERE THIS SOUND AGAIN WHEN YOU TAKE 
IT BACK TO THESHUTTLE." 

210 PRINT:PRINT"THE AMOUNT OF FUEL IN TH 
E SHUTTLE IS SHOWN BY A REN LINE ON I 
T. " 

220 PRINT:PRINT"LIFE IS NOT THAT SIMPLE 
THOUGH. ON YOUR JOURNEY YOU MUST WATCH 0 
IJT FOR THE FLYING SAUCERS AND THE D 





















I 

■V 


omcToc 

,1II ID I l\l 


in ror ucui 

IU U L IU I 


E 


EflDLY L.AZER. IF YOU GET HIT BY A FLYI 
HG SAUCER OR THELRZER YOU LOOSE ONE OF Y 
OUR 3 LIVES." 

230 PRINT : PRINT"IF YOU LOOSE A LIFE AFTE 
R COLLECTING FUEL YOU CAN TAKE THAT F 
IJEL BACK TO THE SHUTTLE ON YOUR NEXT LIF 
E WITHOUT GOING TO COLLECT SOME MORE." 
240 PRINT : PRINT"KEYS= 

SPACE=THRUST 
Z=LEFT X=RIGHT" 

250 PRINT=PRINT"HIT ENTER TO PLAY" 

260 IF INKEYC 18K>0 THEN 260 
270 CLS : PRINT"PLEASE WAIT" 

280 ENV 1,15,-1,10*ENT 1,15,5,2=ENV 2,15 

,” 1,2 

290 RESTORE 300 : FOR 1=37000 TO 37090 : REA 
D A:POKE I,A■NEXT 


308 

Dl 

AT A 

62.. 0 

.. 58.. 

80.. 

145,2 

21, 

126, 

0, 11 

1 , C- cl 

1, 1 

26 

, 1, 

103.. 

35, 1 

7,0 

, 0,20 

5,2 

9, 18 

y , 22 

1,12 

6 .• 2 

, y 

cr 

221,. 

126, 

y .* y 

( .* 231*' 

.. 90 

, 43, 

6 , 6 , 

126, 

254 

.. 0 

~ 194 

,221 

, 144 

. 35 

, 16.. 2 

47.. 

43,6 

, 18, 

126 , 

254 

.• 0 

, 194 

,221 

, 144 

.* 28 

5.. 38.- 

l yy 

, 16, 

245, 

285, 

41.. 

18 

8 .• 6 









310 

D 

HTH 

6 .. 12 

6.. 25 

4.0 

, 134, 

221 

, 144 

,43, 

16,2 

47.. 

35 

.« 6 .• 

18, 1 

26.«2 

54, 

0, 194 

.* 22 

1,144,28 

5,41 

.. 18 

y.« 

16, 

245, 

201 . 

62 .• 

1,50.. 

80.. 

145, 

201 



320 1=38000 

330 READ A : IF A=-l THEN 420 
340 POKE I, A = I = I +1 =GOTO 330 
350 DATA 221,126,0,50,102,148,221,126,1, 
50,103, 148,221,42,1@2,148,33,232, 3,125 

,221,119,0,124,221,119,1,221,229,205,88, 
152,221, 225,221,126,6,254,1,202,213,148 
,254,2, 202,0,149,221,126,7,254 

360 DATA 1,202,46,149,254,2,202,82,149,2 
21,126,6,254,1,202,133,149,254,2,202,143 
, 149,221,126,7,254,1,202,153,149,254,2,2 
82,163, 149,33,0,0,125,221,119,0,124,22 

1,119,1, 205,88,152,281 
370 DATA 38,0,221,126,2,111,17,0,0,43,43 
, 43,43,43,43,43,43,205,29,188,22,0,221,1 
26,4,95, 27,237,90,126,254,0,202,159,148 
,62,2,221,119,6,195,159,148,38,0,221,126 
,2,111,17 

380 DATA 0,8,43,43,43,43,43,43,43,43,205 
,29,188, 22,0,221,126,4,95,19,19,19,19,2 
37,90,126,254,0,202,159,148,62,1,221,119 
,6,195, 159,148,38,@,221,126,2,111,17,0 

,0,35,205 

390 DAT A 29,188,22,0,221,126,4,95,19,237 
,90,126, 254,0,202,172,148,62,2,221,119, 
7, 195, 172, 148,38,0,221,126,2,111,17,0,0, 
42, 43, 43,43, 43,43,43,43, 42!, 43,43,42!, 43,4 
3,43,43 


400 

DATA 

205 

,29,1 

88,22, 

0, 22 

1, 1 

26,4, 

95, 1 

9 

,237,30, 

126 

,254, 

0 , 

202, 

172, 

148 

,62, 1 

, 221 

, 

119, 

,7,195 

, 17; 

2,148 

, 2 

121 ,1 

26,4 

,61 

,221, 

119, 

4 

,135,185, 

148 

,221, 

126,4, 

60,2 

21, 

113,4 

, 195 


185, 

, 148, 

221 

, 126, 

2, 

68 






410 

DATA 

221 

,119, 

2 i 

195, 

198, 

148 

,221, 

126, 


,61, 

221, 

119 

,2,195, 

198, 

148, 

-1 




420 

FOR I 

=39080 T 

0 

3387 

3 •• RERD 

H : POK 

E I, 

R 


• NEXT 


i DATA 

17 , 

64 , 

156 , 

221 

;i , 

35 , 

221 

, 102 

, 0 , 

! .• 

»' ( , 

197 

, 221 

, 35 

0 , 

221 

“•cr 

, 221 

, 182 

, 0 , 
221 

205 

, 29 

, 188 

, 193 


0 


440 DATA 94 . 
10 , 237 , 90 
26 , 119 

14 , 43 , 43 , 
13 , 62 , 

201 


0 , 221 , 35 
, 89 , 88 . 6 
> 19 , 35 , 16 
43 , 43 , 205 
0 , 185 , 194 


110 , 0 
-37 , 90 
321 , 110| 
0 , 17 
221 

231 , 86 
4 , 14 , 16| 

• 250 , 6* 

• 38 , 188 
139 , 152 


4 NE v T° R 1=40000 T0 40063 : READ A=POKE I,A 
460 DAT A 8 ,0, 0 , 0 , 0 , @, 0 , 0 . 0 , 0 , 0 , 0 , 0 , 

6 , 0 , 0 , i52, 100 , 0 , 0 , 152, 100 , 0 , 68.”204"I'lW"' 
136,152, 48, 48,100 

4 70 DATA 1 52,48,48, 180 , 68 ,204.204. 186,0 , 
152,100,0,0,152,100,0,0,68, 136 , 0.0 0 0 

I , y .• y .• 0.. y0.. 000,0 ~ * ~ 

1=40864 TO 40127'READ A : POKE I. A 

I : Nb. :: , 1 

490 DAT A 8 , 0,0,0, 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 . 0,00 
1 68 , 8 ,0, 188 ,240,0, 0 , 180 ,240, 0 . 0 m ~ 1 £ 0 ' 
10,0,20,40 

1500 DA TA 0, 8 , 1 20, 1 24, 8 , 8 ,240.252. 0 . 0,60 

152,0,84,152,252,0,252,252,-252^4^: 

I 1 *40128 T0 40191 • READ"A:POKE' IJ A I 

520 DATA 8,0,0, 0, g,0, g, g, g , g, g , g ( gg i _ 

10,0,248, 128,0,8,240,128,8,0,80' 1 £0 ’ 0 ?g 
I2W,40,0,0 " '' 

530 DATA 188,188,8,8,252,240,8.0,252.60, 

0 1 0 :353, 252,168,0,252,252, 252,8’252 '2 

1 ' :>d ■' 1 by 352, 252,252,252,252,252. ■-'50 
I , l6o 

^ 4 ? R|M***m*****m******************* 

.-'-•H mode 0 = ink 0,0 = border 0:1 nk 1 , 0 : r hr: 

f: ■’ i y * NK ,3 : 1 NK 4,2 • I NK 5,24 • I NK 6,7- IN i 
|K fINK 8,26 »INK 9,24-1NK 10,15 
560 SYMBOL AFTER 42 : SYMBOL 104.0,0,1•1.3 

Mon,'" - - yVr ' 1B0L 98 ' 0 •' 0 '0*15,19,35,35, 67: SY 
ME.UL 99,0,8,0,255,255,17,119.17: SYMBO! ~ 1 
80,15,15,31,255,254,126,126,126,SYMBOL 

, rX 1 iX: - ’ t 355,127: SYMBO 

L 10c., ,i.,i ,i, 1, 255, 252, 8, 255,255.255 

570 ^SYMBOL 183, 126, 126,254’. 14"l4.~254.254 

1.254 

T0 501 PLOT RND*640,RND*400.P 

ND415 : NEftT 

590 WINDUW ft 1,9, 11, 1,25 = PEN Ft 1,8: PR T NTfl ] 

I,' n be defy" 

600 FOR 1 = 1 TO 22: LOCATE Ft 1, 1 .1 PRINTPH , 
2 R t5 3 Ni'xT° R D=1 T ° 40 ! NEXT = SOUND 1,1*10 
618 SOUND 1,0,0,15,i ,0,ig 
628 FOR 1=100 TO 8 STEP-2"PLOT 0.I,0:DPA 
W 639,I:FOR D=1 TO 58=NEXT:NEXT ' 

638 FOR 0=1 TO 500: NEXT 
648 SYMBOL 42,255,129,129,129.129.129,10 

9.255 : SYMBOL 43,255,126,68,24,8,00, osy 
ii i 7 .1 31 • 12^ 31,7,1,0: SYMBOL' 1 42, 

1 c-.• c.cl4 .• c.4o .* ci.j4 .• d 4y .• dd4 .« 1 d‘d • 0 


► 


13 
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650 SYMBOL 97,255 .• 195,219,219, 195.255.19 
5,231:SYMBOL 98,231,195,255,223,223,223, 
195,255 

660 PEN 1 = PR I NT "44444444444444444444":; ; F 
OR 1 = 1 TO 23 : PRINT"* 4" 

• : NEXT ; PEN 2 : PRINT"++++++++++++++++++++" 

670 LOCATE 1, 1 : PRINT CHR$< 22 >+CHR$C 1 > : F'E 
N 8:LOCATE 1,22=PRINT"h"•PRINT"d"=PRINT" 
9"=LOCATE 1,1=PRINT CHR$(22 HCHRUKO > 

680 PEN 8 = PRINT CHR$<22)+CHR$<1> : LOCATE 
1,13-PRINT CHR*< 142).; " 

"CHR$< 143 ) = PR I NT CHR$< 22 )+CHR$< O) 

690 PEN 10:LOCATE 20,1 : PRINT"a" : LOCATE 2 
0,2=PRINT"b" 


700 FOR 

1 = 

39 

200 

TO 

39207 

; POKE 

I , 0 

: NE 

XT; P 

OKE 3928 

4, 

4~ 

POKE 


9202 , 1 00 : POf 

<E 3 

9206,2 = 

PUKE c'S ! ui 

07 

, 1 

: FOR 

T 

i 

=39218 

TO 3i 

3217 

: POKE I 

,0:NEXT= 

POI 

KE 

392 

14 

, 72 : POI 

KE 39212, 

100 

; POK 

E 39216, 

1 : 

F’O 

KE 3 

92 

1 , 2 





718 FOR 

I=: 

3*9 

220 

TO 

39227 

= POKE 

1,0 

= NE 

XT = P 

OKE 3922 

4, 

\ 1 c 

: POK 

E 

39222, 

183; P( 

jke 

392 

26,1 

: POKE 39 


r‘ ^ 

2 : FOR 

I =39231 


3923 

7 • F* 

OKE 

I,O=NEXT 

* F' 

OK 

E 39 

2 

4,4 : POI 

KE 39232, 

31 : 

POKE 


39236,2=POKE 39237,1 
720 FOR 1=41000 TO 41063 : POKE 1,0=NEXT 
7 3O REM 4444TTY44444444444444444444444444 
444 

740 FLAQ’:=0: FUEL7.=0: LI VES=3 
750 X7;=52; Y‘i=£5 = 01 RX=64 
760 SPRITE=39080;ALIEN=380O0=DETECT=370O 
0 

770 IF INKEYC71 >=0 AND XX >6 THEN CALL SP 

RITE, XX, YX, 1000: BIRX=64 ; XX=XX-2 

780 IF INKEYC 63 )=0 AND XX<70 THEN CALL S 

PR ITE, XX, YX, 1080 : DI RX= 128 = XX=XX+2 

790 IF INKEY<47>=0 AND YX< 181 THEN CALL 

SPR I TE, XX, YX, 1000 = YX=YX+2 = SOUND 1,0,5,12 

,0,0,5 ELSE IF YX>25 THEN YX=YX-2 

80O IF RND>0.97 THEN FX=l=PLOT 0,208,9=0 

RAW 639,208;SOUND 2,5@,0,15,2,1 

810 CALL SPR I TE, X'4 , YX, DIRX 

820 IF XX=7@ AND VX>179 THEN GOSUB 880 

830 IF XX=6 AND YX=25 THEN 900 

840 CALL ALIEN,39208 = CALL ALIEN,39218;CA 

LL ALIEH,39228 : CALL ALIEN,39238 

858 CALL DETECT, XX, YX =IF PEEK<37288 )=1 T 

HEN 990 

860 IF FX=1 THEN PLOT 0,200,0=DRAW 639,2 

08 : FX=8 

870 GOTO 770. 

880 IF FLAGX=0 THEN FLAGX=1 = FUELX===FUELX+ 
1=SOUND 2,50,5,15 
890 RETURN 

900 IF FLAGX=0 THEN 848 



Y10 FLAG';= 0 .- PLOT A itf.-j.mr-r. ,.-— 

18+FUEL’;42 = sfn i Hr , o' l « ^*2, 3 = DRAW 12 , 

HEN 840 ~ Wl ^ - ,y ' ■ 15 : IF FUELX<10 i 

42:SYMBOL 184,0,0. 3 
J SYMBOL 99; 0 ., l 5 ,' }?' 35 ' 35 6 

ul ~ 100,15,15. c; I , ocrcr - •• 11 y 1 ? •• sYMF; 

UL 101,131 , l* fo ' 126: SYMB 

YMBOL 102.2? 1; 1 T -• 2-55,255, 127 = B 

930 SYMBOL " 102 j ' 255,255 ' 

-■ 254 : FOR J = 1 rn rV ~^ b4 •' 14 -• 1 4 -• 254.254 
RND *1 5:NEXT 1 r ' :FLuT FND4640,RND4400. 

y 40 WINDOW ft 1.9 ii i -,r- , 

fn fti, s-• PRiNifti -''' h £ - > ,' Folate fti, i , 25 •• p 

950 FOR 1=25 rn -I .-Tr'r d 7 f9 
HD 1 , I * 10 , £ J17 r-ip -1; F'R I NT ft 1 , ■■ : Sou 

960 CLS; PRINT"WrV F 'nir- 40 : HEXT = NEXT 
HUTTLE WITH fuel AN ri-r ^LLEDYOUR S 

990 SOUND ^ l ! 9000 ~0 ! L" ER - UN ELS F 980 

1000 PflP T -11 rr ~ - '' J ' 5 •' 1 •' 0, 15 

: NEXT = INf(^ 7 ,25"FOR D ~1 ?; 6 - F0R D =1 TO 20 
HK 7,20 t - MJR D “1 DJ 20;NEXT-NEXT I 

CRLL SPPITF.vv i _ 

1020 Fnr E n-f 000 •' LIVES=LIVES- 

1030 CLS;PR NT J,, r 0 Mp NE : <TG0T0 750 
RINT"HIT ENTER" & UVER " : PRINT;PRI NT: p 

THEN R UN ELSE 10 40 
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ULI l CCCCi byaideTtaylor 


"c ocr 1 oi im ic /uo ^ 

-ii ll i i\ui i iu/ion 


LS 


paper 

let Keys = 


BORDER 


INK 


m= 3 • 

t=0 : 


5 «° t sU s !o let 

LET b'.l'»0> DET 

^ -SET UP SCREEN 
17 REM S 6;AT 

20 PR1N ^ 2 .h l IVES:”;^ ( 

= s;AT °-u> & * - 


LET m$=”N 

let r-. 


0 .0i"SCORE: 
TO ni) 

A A. 


23 


A £. 


la A ^“SE 1 JSsmS® » 

def DEF 


Bsh8C SSTL&C 


resh8C 


DEF 


This is a very colourful version of the classic game Q'Bert, with all the 
original features such as the bouncing ball, the snake and the saucers. 

The idea of the game is that you must use the keys: 

Q — Up Left P - Up Right 

A — Down Left <ENTER> — Down Right 

to move Fred about the pyramid, painting the blocks as you go. As in all 
the best games, any other moving object is dangerous to Fred’s health, so 
avoid the balls and snake. If things get a bit too dicey, just jump onto one 
of the magenta saucers and you’ll be immediately transported to the top 
of the pyramid — probably closely followed by the snake. The snake 
becomes progressively more intelligent as you complete each sheet, so 
be careful. 

When typing the listing, you’ll come across underlined characters. 
These are in place of the user-defined graphics which are normally scat¬ 
tered through the listing, and should be typed in GRAPHICS mode (the G 
cursor). So if you see the character F, then enter graphics mode (CAPS 
SHIFT + ‘9’), then hit the character Lthen return to normal mode (CAPS 
SHIFT + ‘9’ again). You may also come across a set of characters such as 
sh8. These refer to Spectrum symbol graphics (above the keys 1 to 8) 
Again in graphics mode, hold down the SHIFT key whilst pressing the 
number (in this case 8). When the program has been run, a listing will 
show the graphics, shown in the diagram below. 

Finally, if anybody wants to make changes to the program, here are a 
couple of tips. To get rid of the sound, change line 115 to: 

115 FOR z = 1 to 10: NEXT z: LET 1 = RND 

People with black-and-white televisions may find that the following 
helps: 

340 IF c = 6 THEN LETc = 4 


c $="D£F DEF 

def def” 

rTfc. LET v-lft 
*;V TO 17 s tep 
OVER !*• 


print 
TO VO 


INK 


AT 


f-1 


print 


INK 


f . v 


; t>$ ( 


INK 


f+ 1 


, v; c 


7 ; AT 
7 ; AT 


LET K=K +a: 


TO 


$( T 


35 

v; a$ ( 

36 

K) 37 PRINT 
K) 

ao LET V-. 

f _ . T ia,n INK 

a 5 print at 

1 ao 2 rem°variables 

6 7°o UET u-17. 

) # a)^' E T L f =1 5: LET v = 3 
reM MAI1 L r 0 3! aT 

PRINT INK ^^ V .aT u, &• k 

1) ■> ; 


3: 2. 


C int (RND*& 
a let 

let x=I5- 





•*o 


then 

then 


go 


p = l: 

90 
100 

paper (A p A p ER (attr 


(U 


130 


INK 1 

v,h:”£ 

0<a THEN GO 

nOS IF P =1 


XF ATTR 


x; i. 


(y,x)>7 

TO 200 

then 
at y* x; 


OR ATTR (V’ 


a= 


• GO 
INK 2*. 


PRINT INK 2y 

paper (attr 

TO 116 
AT y-i* x; 

(y.x-1)> 

let 


»*g" : a 

. "H” 
1=RND 


t y- 1 

(y,x-1))• ; 

110 "PAPER < eTTB n 
T y.* ; F rrczR 30000 : 

115 LET THEN <30 7° 3 °° , 

117 IE t ' 3 tnk (ATTR 
120 PRINT m sLS * • 

. «*a**: AT u.a, — 

ttr ( v 


125 

a tfT Then T 0 i 

L£ T k 1 a } E T Ua 

a=r a+ 


let 


V* 


let 


v+ 2: 
15 




' A -». 5 \ a. ^ 

V>1? then 1 *' 5 )*?: 

v. 3 


INK 






15 






















































































































































OL t I ELJl—ll BY AIDEN TAYLOR 

l\ CU l l\CU. 


n 


) 


145 IF ATTR (v, x _ 

NT INK c;AT v v i . THEN PRI 
l.X-l; "def”. AT * 5 *’ £gft 8 £"; AT y+ 

t+i: L etT ' AT y-l.x:" A": let t _ 

0.6;s: T G r T S o +1 r6o PRINT ' INK 

^y-lfx^.A^y^™ (y *. 

i6 ° if inkeCLchr; f~: 

— 2.- LET y,yJ*'J? ™f 


__ 17 . let a=(INT (RND*8 

25 0 LET u-17. L t T x . 15 : LET 

LET y-11* LET * ±:> 
p=l: LET h=l5: LET v ^ 

260 GO TO 100 

1°° 0,22; ’’BONUS 

10, LET, 

PRI»T I" K 6!AT 0,61 
n . . NEXT f 

°320" IF P>-2 T s f N LE i ET t .ofLET c 

i!i? if c!; b ™EN LET 
350 CLS : GO TO 20 
HOO REM GAME OVER 

sKM s.6i-sis any key 

~ S- ■ • 

o TO 10 

lltlO GO TO U20 . »» 

600 LET e=0: PRINT AT V-l.* . 


-D); 


let x=x 


LET 


- -y+2: LET 

LET INKEY$= " P " THEN 
,, s L f ^=^- 2 : LET p = 2 

- 2 fLET ™ KEY *-'V' THEN 
iA-7 fl y=y ~ 2: LET p = 1 

- 2 f LET E " KEV ‘-"," THEN 

"oTo K y io 2 o “ T - E 

TO 600 F ATTR {y+ I.X)-3 THEN GO 

f°* REM Y °OR dead . 

210 PAUSE 10 - rb-b-d , 

BEEP . 2,4 : B ^P ‘ 9 ' BEEP ' 

Jtl ™* f=0 TO loo; n 


LET 


2^0 IF m <‘ "-'AT y. 

X THEN GO TO 400 


PRIN 


y, x; ** 


BRIGHT 


fi° if elf THEN 12 PRINT INK 3: A 
• o • ••m’* ; PAPER (ATTR (u.a-1) 

);AT U,a«”L ' 5 INK U PAPER (ATTR 

V. *>"£"* GO TO 63 


625 PRINT 
T y. x;"H" 
630 PRINT 


INK 2;AT y-l.x;"G";A 


♦ » 


ion PRINT INK 3 ;AT y+l.x, O 
635 BEEP ,05.f: LET -1 

6E0 IF e-o THEN PRINT "V £ 
TR (u.a-1)>:AT > AT u - a - 

tlf IF ATTR (u+1. ,) <A T« e N LET 

tf l>r THEN IF «>y THEN 

if a<" then 

LET a=a+(a<x) *2- (a>x; ^ 

>y) * 2 • uai „ „ AT y ,x;" 

655 PRINT AT y-l.x, 

*»;AT y+i.x;”o" 

660 IF P=2 THEN 

665 IF P-1 THEN 

670 let y=y _1 

680 NEXT f 


LET x=x-1 
LET X=x+1 























c 






690 let ~ — 

paU» - 

*EP° * F -f ni^>h*i 1 ^ x, "S. u > 

°* SET ,? 0 -' BB Ep" set ..^*>"a- 

*><•! SET'f'f 0 -' BEEP 00 ; B I 

720 p„ r a 'flNr (» M ’ 2 '2j 

Sh8" • * X; XNlr / 

1000 Rem TO 100 1 '' 1, *!"4" ATTR ( p. 

o°T? F °« "?£, D f sibeo q 

•■ BEET E f ° *■' POKE ,? 56 -' POR i CS 
5°*° bskt „ °s* CRR, f '° T, 

S*SS 1 

5| 

o u ATa Qu o„ ’ 5 ’5,5 c ,'°.0 

SO 80 „ • a *- 8 «.«8',7; 1 »9.6 0 

»«.,£* °.SE 0 . 2?a lla - lBB - 0 . 

uio o A t a A 6 ^3. 43 ' rj" 3 ' 14,31 - 0 

30 40 -^-. 30 ,,^^ 

0 116 ° DA TA o. 24 4 l 76 ,l 76 - 96. 96 

/*?» 53SS? ; 000 TO 30ob 3 

S550 " ER S ;•* 

■o.po 0 ?^ «.e. 197 , 

5 , 13 , ’ ^>3. 3-3 -’^3,224 _ 


* a - 


o 














oni icoono i by s a smith 

ruiuo\oun / 


YELLOW BOUYS BY COLLIDING 


10 GRAPHICS 1+16:P0SITI0N 5,10:? #6;"POWERBOAT":POSITION 4,12:? S A SMITH 

"•.POSITION 6,13:? #6;"(C) 1984" 

15 RESTORE 

20 DATA 0,0,0,0,0,0,0,0 

30 DATA 255,255,255,255,255,255,255,255 
40 DATA 0,0.24,60,126,126,60 0 
50 DATA 24,60,102,126,126,126,126,60 
fiO DATA 0 68.238.68,0,68,238,68 

70 FOE J“S TO 511:POKE 10240+J,PEEK(57344+J):NEXT J 
80 FOR J=0 TO 39:READ JK:P0KE 10240+J,JK:NEXT J 
90 ? " " 

10Q G ? A #6:"THE AIM OF THIS GAMEIS TO COLLECT THE 
SrSaSu*. MARKED WITH X-S AND AVOID RED BOUYS. YOUCONTROL TH 

E BOAT WITH JOYSTICK " 

120 ? #6 

130 ? #6;"press trig to start 

140 IF STRIG(0)=1 THEN 140 

150 GRAPHICS 1+16:P°KE 756,40 

160 POSITION 0,0:? #6; HIGH SCORE ;HIGH 

165 SC—0 

i 7 8°o J 

190 JKl==INT(RND(l)*3)+8 
200 JK2==INT(RND(1)*3)+14 
210 JK3=INT(RND(l)*3)+6 

270 X*J:Y-21 :XW:Y1«21 :SC=0:DIR=1 

280 GOSUB 2000 

290 TIME-0:PAUSE-50:UP-80 

300 GOSUB 600 

310 GOSUB 1000 

320 GOSUB (DIR*I00)+2900 

340 nira=TIME+ltIF TIME-UP THEN GOSUB 800 
350 FOR JK=1 TO PAUSE’.NEXT JK 
400 GOTO 300 

500 POSITION 6,Is? #6;SC:RETURN 
600 S-STICK(O) 

I20 IF s£ll AnTdIRO^THEN DIR=4:G0T0 2060 
IF S==7 AND DIR<>2 THEN DIR-2:G0T0 2020 
tfo IF UuM DIROI THEN DIR-1:G0T0 2000 
I50 IF S-13 AND DIR<>3 THEN DIR=3:G0T0 2040 
660 RETURN 

8 820 C0L0R = 2M?0R _ J“1^T0^10^PL0T^INT^RND( 1 )*20),INT(RND(l)*18)+3:FOR QW=240 TO 0 S 
» T0 0 

STEP -20:SOUND 1,QW.10,8:NEXT QW:NEXT J 

332 SOUND 1,0,0,0 _ vnr THFN 860 

840 IF X>3 AND X<16 AND Y<18 AND Y>5 THEN 860 

S w:scm ° 1 

SSS then B0UY“0:G0T0 1100 

1020 POKE = 10257,24:POKE 10258,60:P0KE 10259,126:POKE 10260,126:POKE 10261.50:POK 
E 10262,24 

SS S”*,™ 10258,24,POKE 10259,60.POKE 10250.125,POKE 10261,12.,POKE 
10262,60 

POKE^10264,24:POKE 10265.60:K»KE 10266.102:POKE 10267.126:POKE 10268.126:PO 
KE 10269,126:POKE 10270,126 

f 0 \l 10264;0:PoS^ 10265,0:POKE 10266.4:P0KE 10267.6:P0KE 10268,255:POKE 102 

69 254:POKE 10270,124 

S IKS™ <*55.125,POKE 1.265, >25,POKE 10262,126;POKE 102,6.126,2 
OKE 10269,102:P0KE 10270,60 

IZ 10264!otPOKE^10265,0:POKE 10266.32:P0KE 10267,96:POKE 10268,255:POKE 1 


Normally, when 
power boating, 
you would 
make it a habit 
to avoid all 
obstacles, but 
in this variation 
you must col¬ 
lide with the 
yellow buoys. 
Nevertheless, 
anything else 
could cause a 
wreck, so avoid 
the shallows 
(marked with 
Xs) and the red 
(for danger!) 
buoys. Use the 
joystick to 
change direc¬ 
tion and keep 
going as long 
as possible. 
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1 


2 °7o’po.KE^ 10 270,62 
** 3OT0 To' 1 27i '° :i * Tt,RN 

S ^^nol^^suB 34 THm s ° 

£ C £ E *£z THEN x ~° 

3140 COlI^ ™®' Z SC-SC HEN 5000 

2 ? £%*•».* 

2? if5000 

33oo° ^ “'^SPiaTSo, 

SVC 0 £ C ?i *•% Tm *~ 19 
S fepA^SS* 5000 

s ^ ! 7 XI,riS ^So T x y 

■ 5o °0 a 30 TO 0 $7£p X,Y:Xi= 

5005 pop » l9 6,208 22o'fo S °^ 0 Qltf i n 
5010 DATA n ,o ’ 12 °- 124 .62 aJ °' I2 **^- 

Ks&s&iSs&Jk* 

5060 data n’n°* 0 -°. 0.128 

is sS o * w " 1M ' p “ r x - v 

§ji&SSg^* 2 a , 

5160 l/ac>Hlr SC0RED "-SC." 

5270 9 .°H5 IGH HTnu C ' THa* 

5180 C H ti'ff GH =".-HIGH H “ SC ^ riME " 

5190 'P0fi jgijff C ?*5 THEN ? #fi 

1 To 300;iVpv T #6; ,f p L pA OC) 

XT JR:GOTO 90 LEASE W «T- !GOr) 
















In this game, you control a roving pair of pliers, which appear in 
the centre of the screen. Using the keys: 

“T” — Up “F” — Left 

“V” — Down “G” — Right 

you must guide the pliers to the bomb which appears. Too easy, I 
hear you cry! So it’s all against the clock which you’ll see 
counting rapidly at the top of the screen. Having defused a 
bomb, another immediately appears elsewhere on the screen. 
There are five bombs to defuse on the first screen and an extra 
bomb appears on each subsequent screen. 


Just to make things a little more difficult, the pliers leave 
behind them a trail of spaces which you won’t be able to cross, 
so you’ll have to plan your route quickly and carefully. For¬ 
tunately the screen wraps around, so you can go off one side and 
come on the other, making things a little easier. 

The program loads in two sections which you n nave to save, 
one after the other on tape. When typing in the listing, you’ll 
often find words within square brackets, indicating the keys you 
should press. This method eliminates all those nasty-looking 
graphics characters. So: 


, POKE52.28: PLEASE WAIT 

‘ -23600 > : N 

XT 

0 1 IFA=999THEN15° 

.0 POKEl". A gy = 253*133^181.181•13^•252.6,9 

'0 DATA63.67.253. 

,62.108.196.12^*16,71.112.0.31.63.127 

100 DATAO.0.112.71.w 

tD0 “ 

! ) c o*i c 

"*ZE\ 1 “ 0 -TUx£St, t»««i ‘■ EP1 

x ‘; ■ & 

SiiSUKtS®" [»«> iriokt1 1BI 

3Ss!Tsa« l ss.ss K 3 ‘ 

XGHT] ” tl raFPl [RVSOFF] [sEPHRVS 

90 PRIN T "t RV ®° N I i H ifUxGHTHRVSOFFHc * 

lN ] [RIGHT] I.MB1 [RIGHT] [RIGHT] 

[RVSON] [c *1 ^rvSOFF] [c *HRVSON] [c 

>00 PRINT”[RVSON] [RVSOFF] [SEP] [ R V 

iirSS&i t ^ss 

.H.V 

K°’ ;S”t5 E 

220 PRINT”[RVSOFF][SEPJL VSOFF ][ S EP][R 

SOFF][c *1 [RVSON] 

SON] 


[RED]PRESEn] 


11° I*™ 7 ” tDOWN] [DOWN] 

TS : FORI = itc>5000: NEXT - 

SiKss; «»»i c„ | 

] [RIGHT] [RIGHTJ [RIGHT1 TRvirsf RINT " fRIGHT 
IGHT] [right] [RIGH^rJo^w NJ PR ^T"[R 

ytr ■ ^ [sep] tc r&sr 1 

IGHT?[RIGHTHrIght^[rIghT w ” 1 [RI<3HT] t* 

HT] [RIGHT] RighT^ r j HT] [RIG 

ffic.ep)" 1 3HTI Co »jcnvson) CRVSO 

P1° ‘ DO ™I [*VSO») C,E 

«««? tRioHTi • 

][RVSON][c *]"•PRINT"rB? HT]CRIGH T][RIGHT 
N] [RIGHT?[RIGHT? rRTGHi?r T][RIGHT Jt R VSO 

inRvsoN? 1 ^^ CRIGHT] iMTOtSSiiHHJii 

[RIGR ^ ‘ 

[RVSOFF] [c I]r c Tir tRIGH T] [RVSON] 

Si c. 

sy^sssrsagryssi*»• 

-rjjsjifsssiSsri 

IGHT] [RIGM? Jir™ tRVS ° N] t R ^HT] [R 

»T, CElS'c'S”,.;^! >««ICH 
s°N )“ * J irw 

‘sssa,* j ssss ,i 

SI CCLEW p OKE198. lt POKE 


PART C 




20 







































[HOME] 

[RED] 

[sX] 

[cX] 


Press the HOME key. 
Colour Red. 

Press key X whilst 
pressing SHIFT. 

Press key X whilst 
pressing C =. 


30 GOSUBIOOO: DEFFNA ____ 

lo FORI = 7724TOSl85: POKEI . 33= POKEI+CO. 7 . «• 

Sprint" [HOME] . - = ": PRINT” [GREEN] %%%%%%% 

5 °BL«kL-/< >"• !P ° 

KE7744.42:POKE7745.^3 

60 POKE7744+CO, 6s POKE77 i l3 + CO. 

Io AL=INT(RND(l)*tt62)+772tt:IFPEEKC AL)<>3 

rfis™:f 8 ;™S: 0 6 : T p;i 0 »°TnHo M E,ui 

””ai« Iriokt] t'> LACK! - /[c 

"S’TOPIliTTOOSTEP-l. PRI»T” 

left] ”:IFCH=lTHENPOKES.A(C):C=C+l.IF 3 

DTHENC=1 

^KS7^DriA( 2 2)-33THE»VM-V«. 22 .P0KE 

J”o 2 ?FK 50 AKDr»A( -22) -33THENVM.Vr.-22-. POK 
SI^LaNPENA.-O -33THENVM-VM- 1. POK.V 

lJo'??K.19A»DF»A(l)-33THE»VM-VM.l.POKEVM 
^yQ^^FYM*22=ALORYM-22=ALORVM+l”ALORVM-l. 

ALTHEN1030 

200 NEXTII:GOT02000 . JN 

1000 RESTORE:FORI=lTO30:READA(I).NEXT.IN 

PUT"[BLUE]MUSIC ":A$ 

1005 IFA$="N"THENCH=0 

DA™230.230.232.23.. 23U 231.230. 227 

llfo 0A?;«0 : 23 o'. ”l! S : 2 3. . 231.230.227 

■HI' 230-L2T013 

1050 IFTB=0THEN1100 

“H2iHl 0 pSK!??Nl^itp-S°o 0 


i“»srsK 5o, “”'— u 

1130 IFW/2=INT(W/2)THEN3000 
1140 GOTO40 

2000 POKES.0:FORI=lTO10:FORT=l40+I* 5T O22 
0+1*3:POKES2,T:NEXT:NEXT:POKES2 0 
2010 PRINT"[CLEAR][DOWN][DOWN][DOWN][DOW 
][RIGHT][RIGHT][RIGHT][RIGHT][RIGHT1TRI 
GHT][RIGHT][BLACKJTIME UP":PR^ J 
DOWN] [GREEN] YOU SCORED "SC" ON" LD ° WNH 
2020 PRINT"[DOWN]SCREEN "W:HI=0 
2025 FORT=lTO2500:NEXT 

2030 F0RI = 1T05: IFSOHS ( I ) THENHI=I: GOTO20 

2040 NEXT:IFHI=0THEN2100 

2 ^ORE° KE 1 ?™f RINT " CCLEAR]YOU GOT HIGH 
SCORE [DOWN]NUMBER "HI 

2060 INPUT"[DOWN]YOUR NAME "-A$ 

2070 IFHI= 5 THENN$(5)=A$: HS (5) =SC: GOTO210 

2080 FORI=4TOHISTEP-l: N$(I+i)=n$(j) : HS ( I 

-1)=HS(I):NEXT:HS(HI)=SC:N$(HI)=A$ 

2100 POKE36869.240:PRINT”[CLEAR][BLUE]TI 
ME BOMB [GREEN]HALL OF FAME" 

HSU)"°Bi = «^(i^ E x? 6,I + 1:PRINT " CDOWN] " 

2120 PRINT"[BLACK][DOWN][DOWN][DOWN][DOW 
N][DOWN][RIGHT][RIGHT][RIGHT][RIGHT [RIG 
HT]HIT ANY KEY":POKE198,0 
2130 GETA$:IFA$=""THEN2130 
2140 GOTOIO 

3000 POKES, 0 :PRINT"[CLEAR][DOWN][DOWNlfn 
OWN][DOWN][DOWN][RIGHT][RIGHT][RIGHT][RI 
GHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT 

o"i£7 s " : PRI " T ” [ Dom,]3COKE 

3030 PRINT"[DOWN]SCORE=[RIGHT] [RIGHT1 f R T 
GHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT^[RIGHT ]^ 

»Ss?pS??:K 1 °“ >ri " t " [dow " )sco,,e *»■> »° 

mi ■■ 

3060 GOTO40 










































You’ll certainly need some sort of force with you if 
you’re going to outsmart the Beeb in this skirmish. 
The idea is that you must deflect the bolts of 
> energy fired from the spinning weapons droid. 
-You do this by swinging your Light Sabre about 
using: Z — Left, X — Right. Each time you’re hit, 
• you lose one of your three lives. 

Try the program out on level one, just to get the 
hang of things. Level five is just what it says — 
impossible! 


Electron owners will be pleased to hear that the 
game will also work on their machines. Type it in 
as listed. The teletext title screen will look a little 
unusual, with double printing and so on. You’ll 
also find the game a little slow, but if you just use 
the more difficult levels, it’ll still be quite a 
challenge. 


50 

60 ONERROR MODE4:REPORT:PRINT” n 
e ERL: END at 1±r ^ 

70 : 

80 PROCINIT 
90 MODE 7 

100 VDU23»1.0;O; 0 ;o; 

no proctitlepage 

120 MODE 1 

130 VDU23,1, 0 ; 0 ; 0 ; 0 ; 

140 PROCSCREEN 
150 PROCPLAY 
160 MODE 7 

170 VDU23.1# 0;0; 0 ; 0 ; 

180 PROCTABLE 
190 IF AG$="y" THEN 120 
200 PROCBYE 
210 MODE 7 
220 END 
230 : 

240 DEF PROCINIT 
250 *TV255 

3 III o D n 2 ?;« 24 *°' 0 ‘ 7 ‘ 31 ‘ 63 ' 6 3*^7.1 2 7 2 

127.f27.’63 6 ?’?r; 208 , 96 , 168 , 208 ’ 23 ’ 22 6 . 

. 208 , 22 U, 128 , 0 ,o’ ’°’°' 23 ’ 227 ’ 208 • 16 8.96 

+ chrL!^^^S;;^^ 2 ^chr $10+ chr $ 8 

6 2? 0 234 U 0 3 A 2 ^’ 112> 112 - 48. 48. US. 48.5 

AO 2 ?’ 234, °* 6 ’ 15,135 -71.71, 111 , 63 23 

flit fiifiS' 31 - “* «* *“• 

300 DIMFIGHT$(3),HSN$(5),HSX(5) 
HR$8+CHR$8+CHR$229+CHR$231^^ 23 ° +CH ^^ 10+C 

350 ENDPROC 
360 : 

370 DEF PROCTITLEPAGE 

3SOPORL*.O t 0 24 , PRINTTAB (O , LX) CHR, 157C 


T„i*JS5SS<?*."- or ' IELD 

« ax \ p’HR*130 ,, MOVE YOUR LI 

U10 PRINTTAB(3.10)CHR*130 

M IarPRX» O T?«a™ 2 ,CKR. 1 30»P°LL o »X» a K 

I ''!i;"pRINTTAB(».l«)=» M130 " :l _ BE,,T '' TAE 
(25,14)"* - RIGHT 

*“ rRS™ E B( 5 .ir.=BB*X33"SELECT LEVEL 
< ;;I > ;pi»tpab(5. 1 9>chr«l«" 3 - ••• 

5 - IMPOSSIBLE’ 

H 70 REPEAT 

k&0 *rv*=GET$-LEVX=VAL(LEV$) 

500 UNTi'l LEV % <6 ANDLE«>0 
5 520 PRfN T TT T A A B(il!a 2 )CHR $ 134»An y Key to 
play” 

530 G%-G et 

$l\0 ENDPROC 

B b/oTpfpSLSo.SCOREX-O: LLVESX-3 

1 . . 

600 GCOL0.130 

610 CLG 
620 PROCLUKE 

630 *FX15.1 _ 2 00 :DRAW640,-200 

6U0 

: PLOT85. -640. - 10 °1^plOT 85.6aO. 50-.MOVE - 
650 MOVE 3 ; t 0 -;i 0 . 1 00 : PLOT85.-6a 0 .50 

3U0.-100-.MOVE -640. IOU 

660 VDU4 

S; PRI»TTfB<L0.0)"^° EE " TAB<23 ' 0) " L1V 
ES r 







































[C /I I/ 1/1 L^Byj^FOF/? 

-jn 3 wni-oci\ bYM ' UFFIELD 


) 


990 ENDPROC 
1000 : 

o.ioo. So^oS?^ 7 ^ 3 *' 30,130, 20 - 110> U 

'^20°; _30 ’ 6 °* -3°* 55°-^00 90 ’ i0 ’ 95 ’ °- 1Q 0. 
1030 DEF PROCSABRE 

P)*350° COLa,0:MOVE0 ' 0:DRAW (P*250),(COS( 

Si;S Sr; j:" *.*.<>. i 

1070 PROCMOVEBALL * P>P1 /2 P=P-o.l 

(P) > *350) :OL4 ' 0:MOVE 0 ' 0: DRAW (P*2 5 0),(cos 
1090 ENDPROC 
HOD : 

iiJo ?! F procm °veball 

1230 m °VINGX=FALSE AND RND(5)<4 THEN 

1150 movingx=true 80 

1160 DRX=RND(/l).nsy- 5 nn „ 

H70 XB1«=xB% + dsJ JbIx v^ D(150> 

+ DSX:YB2X-YBX-DSX 2 X=XB *- D SX:YB1X=YBX 

^XBX^sSfoR ?DR*-3*AND 0> °* (D **= 2 A 

sss and y —> 

“If” XB * <XB 

lx THEN m °vingx=fIlse B endpr +20:IF ybx>yb 

1220 IF DRX=4 THE N YB f v L ROC 

2 l X 23 T O E GCOL0 VI l G r FALSE: ERBRR OC° : ^ YBX<YB 
1240 ENDPROc' M ° VE XB?i ’ YB%:PRIN TBALL$ 

1250 : 

1260 DEF PROCBALLFIRE 
1270 SOUNDO ,-15 7 u 
1280 FOR F 3 ((~ 5 KK 

5•FX, 1 :NEXT 95 STEP “40:SOUND1.- 

1290 XlX=XBX+30: yix-yrk 

1300 fireflagx=i BX_3 ° 

l^?n m F X1X=0 M=°:GOT0133o 
1320 M=Y1X/X1X 

1330 GCOLO.l 

1340 FOR YX=Y 1 X TO YlX -30 STEP /, 

STEP ~(LEV %*5 


si; ;i.";;„ xx - o: ' 3oto ”7o 

si; ££ 69 ’ x *- v * 

1390 REPEAT 

s,°; ;™'x s>< * ,!ot ° 1430 

1420 IF INKEY(-98 ) F* 1 „„ 

IF INKEY(- 67 ) FX-O.ppo^ OCSABRE EE SE 
VEBALL ^ FX -0:PROCSABRE ELSE PROCMO 

^ 3 ° IF M-0 XX= 0 : GOTOI 450 
1^40 XX=YX/M 50 

1^50 HI T1X=Point ( Y«. c vq/x 

^4 Y ?o :HIT 3% = POINT Xxls.’yx :HIT2X = P °1 r T( x 

1460 GCOLO.l ’ 


1470 PLOT 69.XX.YX 
1480 Y 1 X=YX+(LEVX*25) 

1490 IF M=0 X1X=0:GOTOl510 
1500 X1X=Y1X/M 
1510 GCOLO.2 
1520 PLOT 69.X1X.Y1X 

1530 HITSABREX=(HIT1X=1) OR (HIT2X=1) O 
R (HIT3X=1) 

1540 DEADX=(HIT1X=0) OR (HIT2X=0) OR (H 
iT3X=0) 

1550 YX=YX-(LEVX*5> 

1560 UNTIL HITSABREX OR DEADX 
1570 YX=YX+(LEVX*5) 

1580 FIREFLAGX=0 

1590 GCOLO,IsMOVE XBX,YBX:PRINTBALL$ 

1600 PROCCOVERSHOT 

1610 IF HITSABREX THEN PROCHITSABRE ELS 
E IF DEADX THEN PROCDEAD 
1620 ENDPROC 
1630 : 

1640 DEF PROCCOVERSHOT 

1650 GCOL4,0: MOVEO ,0:DRAW (P*250),(COS( 
P)*350 ) 

1660 GCOLO,2 

1670 FOR YLX=YX TO YX+(LEVX*20) STEP (L 
EVX*5) 

1680 IF M=0 THEN XLX=0:GOTO 1700 
1690 XLX=YLX/M 
1700 PLOT69.XLX.YLX 
1710 NEXT 

1720 GCOL4,0:MOVEO,0: DRAW (P*250), (COS( 

P) *350) 

1730 ENDPROC 
1740 : 

1750 DEF PROCHITSABRE 
1760 SCOREX=SCOREX+10 
1770 SOUNDO,-15.7.4 

1780 FOR FX=95 TO 215 STEP 30 :SOUNDl .-2 
,FX,1:NEXT 
1790 ENDPROC 
1800 : 

1810 DEF PROCDEAD 
1820 LIVESX=LIVESX-1 
1830 SOUND 0.-15.7.125 

1840 FOR FX=250 TO 0 STEP -2:SOUND1,0,F 
X.1:NEXT 

1850 TIME=0:REPEATUNTILTIME>50 

i860 GCOLO,1:MOVE-640,-200:DRAW640,-200 

:PLOT85.-640.-100:PLOT85.640. -100 

1870 XFX=14.5*32:YFX=-100 
1880 FOR BX=1 TO 5 
1890 FOR CHX=2 TO 1 STEP -1 
1900 GCOLO,0 

1910 MOVE (-XFX-64).YFX:PRINT FIGHT$(CH 

% ) 

1920 MOVE XFX.YFX:PRINT FIGHT$(CHX) 

1930 SOUND 0 ,-15,3+CHX,5 
1940 TIME=0:REPEAT UNTIL TIME>20 
1950 GCOLO,1 

I960 MOVE (-XFX-64).YFX:PRINT FIGHT$(CH 

% ) 

°1970 MOVE XFX.YFX:PRINT FIGHT$(CHX> 

1980 NEXT:NEXT 
1990 GCOLO,0 

2000 MOVE (-XF%-64), Y ¥%:PRINT FIGHT$(3) 
2010 MOVE XFX.YFX:PRINT FIGHT$(3) 


V 

\ 














GET$:UNTIL AG$="Y 


2540 PRINT TAB(25*21; 
2550 TIME=0:REPEATUN1 
2560 ENDPROC 
2570 : 

2580 DEF PROCNEWHIGH 
2590 IF SCORE%<=HS%( 
2600 F0RI%=1T02 

2610 PRINTTABC1.2+1% 
136CHR$l4l"C O N G R 


2620 NEXT 

2630 PRINTTAB(9♦10)CHR$130 
S IN THE” 

PRINTTAB(14,12)CHR$13 


’’YOUR SCORE I 


2640 


-— 

S phocdxt?v PEAT ’ UNTIL TIME>300 

2060 Solo T X=0 THEN 2110 

20 I 0 MWE iF^ F ^ 4 p:r %:PRINT FIQ HT$(3) 
2090 GCOLO^oVE ^r FIGHT *<3) ^ 
"MAY THE ,-140:PRINT 

2100 GCOLO , 2 : MOVE Y ° U " 

B E E B" ^ 5.5*32) , -14o: PRINT" 

2110 ENDPROC 

2120 : * 

2130 DEF PROCSCORE 
2140 VDU4 
2150 COLOURl 

ESX PRINTT AB(16,0);SCOREJCTAB(29,0) ; LIV 

2170 VDU 5 
2180 ENDPROC 
2190 ; 

2200 DEF PROCTUNE 
2210 RESTORE 2320 

5f«°D^ E S’‘' 1T ° 12i,,EAD 

2230 RESTORE 2330 

. F’%.D?S:NEXT DX ~ 1TO/l:READ F *-B*:SOUNDl .-15 
2250 RESTORE 2320 

5^°D^NE?r = 1TO;l2:READ F *.D%:SOUND1 .-i 

|5J° restore 23/10 

. F%. DX: NEXT DX lTOU ’’ READ F% ' D%: SOUNDl .-15 

So e;dpr = oc REPEATUNT 1 l ti m e>^oo 

2310 : 

J9.10.SS.' 10 lfSf9?°3 1 8o'|* 97 ’ 3> 89 ’ 3> 1 

20 '3.97.3.89.3.129,10.109, 

2330 DATA101,3 07 - 
2340 DATA121 3"117 1 ’ 3 ’ ® 9. 4 0 
2350 : ' 17 ’ 3 ’ 121 • 3.109, 40 

2360 DEF PROCDITTY 
2370 RESTORE 2420 

EX,DX:NEXT D% ~ 1T07:READ F *' D%: SOUNDl, - 15 . 

2400 eSc REPEATUNT1LTIME >500 

P/1 1 n . 


2410 

25 ,10, 109^30 " ^°" ^ 1 ’ 1 ° 1 , 3 , 93 , 3. 89, 3,1 

2430 ; 

2440 DEF PROCTABLE 
lull procne whigh:CLS 

CHR$i 3 6 CHR$14 R r ^NTTAB(5,1+IX)CHR$ 12 9 
XT 1 Q H SCORE S":NE 

2480 FORN^Iito^' 5>CHR$132 " LEV EL ";LEVX 
2510 *FX15 fl 

. 8 “° P ' ,1NTTAB<1 °-^>«"»^9" < Not„. oam 


2660 PRINTTAB^sT16)CHR*132"PLEASE INPUT 

your name" 

2670 PRINTTAB(0,20)CHR$133 

2680 *FX15,1 

2690 INPUT TAB(15,20)NAME$ 

2700 PRINTTAB(25.20)CHR$152 I%: i rHR$ 

2710 FOR LX = 21 TO 23sPRINTTAB(0. LX )CHR$ 

il l| : 20 E TIME=0: REPEAT UNTIL TIME>300 

2730 IF LEN(NAME$)>10 THEN NAME$-LEFT$( 

NAME$ , 10) 

2740 REM BUBBLE: SORT ROUTINE 
2750 HSX(5)=SCOREX:HSN$(5)=NAME$ 

2760 FOR LOOPX=4 TO 1 STEP -1 
2770 CX = 0 

2780 FOR IX = 1 TO LOOPX 

2790 IF HSX(IX)>=HSX(IX-1) THEN CX=CX+1 
" 2800 DUM$=HSN$ ( IX + 1) : DUMX=HSX ( + ^ 

2810 HSN$(IX+1)=HSN$(IX):HSX(IX-1)-HSX( 

I T % ) 

2820 HSN$(1%)=DUM$:HS%(1%)= DUM% 

2830 NEXTI% y ^ 

2840 IF C%=LOOP% THEN LOOP%-0 

2850 NEXTLOOP% 

2860 ENDPROC 
2870 : 

2880 DEF PROCCONGRATS 
pftoo RESTORE 2940 

2900 F0RSD% = 1T022:READ F%« D%:SOUNDl, 15 

F%♦D%:NEXT 

2910 TIME=0:REPEATUNTILTIME>300 

2920 ENDPROC 

DATA81.5.89.5.97.5. 101 ’ 10 ’ 8 ^’ 

1 ^ 97 5,101,5.109.10.89.15.89.5.97.5.10 

i:5:?l7%tio;:3.109.3.101.3.101. 5 . 97 . s.a 
9.5.97.5.101,25 
2950 : 

2960 DEF PROCBYE 
2970 CLS 

U 5 S nor 

R$l41CHR$129CHR$136"G O O D B 

3010 PRINTTAB(6. 9 )CHR$132"THE HIGHEST S 
CORE WAS"CHR$136;HSX(1) ^ TIW . n nY „ 

3020 PRINTTAB(8.12)CHR$130"ACHIEVED BY 

CHR$136HSN$( 1 ) ^CHR$13l"ON level"ch 

3030 PRINTTAB (14.14) CHR5P1JJ- 

r$i36:LEVX 

SS RORSDX“lTOl8 ! READ F%, DX: SOUNDl. -15 

.FX.DX:NEXT 
3060 gx=inkey(iooo) 

3070 ENDPROC 

3090 DATA89.10.89.6.125.20.89.10.97.6.1 

_ 29.20,125.7.117,3.137.10.129.7.117.3.1371 

I 10.129.7.117.3.125.6.!09.3_0_ 
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20 

30 

TV -0: s:-;=0 

SYMBOL AFTER 240_ 
SYMBOL 240, 1-*-- - u 

.24,219,90. 

,2 

19, 

40 

90. 21 9 
SYMBOL_ 

241,6, i 

-:4, i; 

26 .* 22o. 

. 191 

, 1 

91 , 
50 

OO"-! . 1 26 

3.— ♦— • *• 

SYMBOL 

>*4 2 • 60 

, 126 

“i cr r.r \> cr . cr i O 

, /-J J £• 

4, 

24. 

60 

,24,24 

SYMBOL 

243 , 0 , 

0,0, 

15,63, 

127, 

25 

5,; 
70 

trr cr 
.*• .1.1 

"symbol 

244,0, 

0 , 0 , 

,0 , 224 , 

240, 

24 

1 80 

248 

"symbol 

245 , r , 

7 .• i 

.***» o 

,7,7,0, 

09,1ft? 

0 , 0 
• 121' 

, 10 

90 SYMBOL 

246 , 8 , 

■ rilO i 




i VJ 

54,126, 31 , 201,113,49 , 11 

1 10 SYMBOL £.4©, i 

9,30,4,4 9d 44 , 94 ,94,191 

\ -,0 SYMBOL 349, W 34,44, - 1 

r- err __ 


. 191 , r, -055 1 '96 I 60 , { , 0 , 

\ 30 SYMBOL 350,0 ' 1 ^“ 


149 GOSUB 780 lfi;IHK 2,12-IN 

K 3,4 ‘iNK 4,3-INK 5,9-INK 6,1- I 


Well, it would seem that caterpillars don’t 
like mushrooms. So, in this game you must 
guide your caterpillar through the mush¬ 
room patch, avoiding the mushrooms, but 
picking up twigs, flowers, apples and 
acorns for bonus points as you work your 
way through the seasons. 

There are only two keys to master: “Z”— 
Left “M”—Right but you’ll still find this 
game pretty tough. For such a short game, 
the graphics are excellent and will no 
doubt provide many tips for prospective 
game writers. 


MK 7,9,0 _ 

160 MUDE 0 
170 TFIG _ 

i oft v v=290 - Y"'.-100 

iJi 0 1.360,10.7.0.0.1 
910 GOSUB 380 
090 GOSUB 420 
230 TI*TI+20 

040 B2=-24f =0-^=4 TI ," 1500 THEN 
950 IF TI >1000 HHO 1 1 1 - - 

GOSUB 520_ 

260 B';=248 • j -r .• o,500 THEN 

970 IF TI>3000 UNO ii— 

GOSUB 520 

i| !F = !t!3S00 5 flND TK4500 THEM 
GOSUB 520 _ ^ 

300 B‘i=246-L^-:- 5 TT95500 THEN 

oi ft IF TI >5000 UNO 1 *■ - - 

GOSUB 520 .. 

m !fn>6500 «HD TI<7000 THEN 
S1 IJ !f 5 imt<:rnd*50,=i then GOSUB 
350 “SUB>640 0 THEN TI=0 ,GOTO 20' 

O" 

370 GOTO 200 


Move yv 

INK* 

750 THGQFF 
+40 p EH 5 

& Locarf 

r? REN 2 

<* tgg}§ 

500 T flG 
sin 

£.5® THGQFF 

Ofj p EN r . 


^-,-20 THEN 

< y l ) fH-jr, 

t>W 0 then 


chr* <24 ,, 

1 CHR*^ 




-ow pen' nr, 

54 o uirpiTc • 

NT CHP&pF.tHTCRNDt-n ■■ ■ 
550 Tft*' B ^ 

S ?§tupn 
-'0 f hgoff 


c c. 


c 


0 

oO c- 

0 O ° ' 0 
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in 

/ djij pr INT 
L ,r '0u9h thu 

1 PRINT 

by 6 
050 PRINT ' 
o60 p EN 1 . 

<?. V •*“* 3 B c -. 

y?0 prinj"\ 
F 'oint-= » 
®S8 pp'f NT (( 
Point*" 

■ S& PRINT " 
Point •=." 

'09 print 

Point*« 

■0 Lucrte u 


locate 

Point-. 


nnsTRfiDCPcm 

/ ~ ' ' 7 ; # s »v \ m- r v - .... . -v 

/ . V S / / 2 ST \ * ' : i X' 


580 0’/.= INTC RND* 1 8 -' 

HI LOCATE OX+1,1-PRINT CHRSC249 
610 LOCATE 011+1,2 : PRINT CHRW2S0 


620 TAG 
630 RETURN 
640 H4=X‘-. + 16 

cr r.i ijv— VV 

h' 1 Irj V m “*" * * * . . T .. ii~-| 1 i*"*•*.*C*".♦* Jm 

660 IF TESK HX, VX .: ,= 4 THEN o ----- 4 

5-SOUND 1.-80-10-7 _ cv+ 

670 IF TEST(H’-.,V /.>--=6 THEN ■=----- + 

10 :SOUND 1,70,10,7 _ --- 

680 IF TEST-:HX,V7.2=3 THEN 

15 = SOUND 1,60,10,7 ,-.,-cv+ 

680 IF TEST<HX,V/.>= 1 THEN 

20 = SOUND 1,50-10- 

700 IF TESKH“;,V’i>= ( THEN o--.--o.-H 

50 : SOUND 1,40, 10, 7 

710 IF TESTCHX,>=b THEN 00TO . 

50 

720 TAGOFF 
730 TAG 

740 RETURN er . _ . _ 1 

750 SOUND 1,650,50,:- 0- 0-1 
760 IF S*/.>T*/. THEN_T--i=S--. 

770 FOR 0=1 TU 2000-NEaT .... 

780 INK 0,0= INK 1,12.: INK a, 4 • INK 

l@ y MODE 1:PEN 2:BORDER 0 * PAPER 

0 


L LOCATE 14,1-PRINT "CATERPILL J 940 p$j j , F * IHT “«** SCO 

AR" _, .,pp tMT .aaJ ke ^ TO STB, 


AR" . , _ rflTF . ,. pRINT ~ Gu .ld 950 rdsi^iP 24 “*»T - PR 

through fch.* n G=INKEV<4?>, IF ,, . 

820 PRINT " mushroom Vo-- ^^^^FLoE GOTO THEN GOTO 
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C uni I II imoiNiZ by eric TiuEY 

di iuwuui ini /o l 


1 GRAPHICS 2+16:POSITION 4,0:? #6;"SH0W JUMPING":POSITION 8,1:? #6;"3Y":POSITION 
4,2:? #6;"ERIC TILLEY" 

2 GOSUB 2000:POSITION 4,4:? #6;"[INV]M0VE[INV] [INV]STICK[INV] [INV]T0[INV]":P03 
ITION 4,5:? #6;"[INV]SELECT[INV] [INV]NUMBER[INV]":POSITION 6,S:? #6;"[INV]0?[IN 
V] [INV]JUMPS[INV]" 

3 POSITION 2,8:? #6;"trigger to start":NUMJMP=10 

4 POSITION 2,11:PRINT #6;"JUMPS=";NUMJMP:FOR D=1 TO 50:NEXT D 

5 IF 3TRIG(0)=0 THEN 10 

6 IF STICK(0)015 THEN NUMJMP=NUMJMP+10:IF NUMJMP>30 THEN NUMJMP=10 

7 GOTO 4 

10 GRAPHICS 18:POSITION 2,2:? #6;"PLEASE WAIT":POSITION 2,4:? #6;"WHILE STEWARDS 
":POSITION 2,6:? #6;"SET UP COURSE" 

11 FOR D=1 TO 1000:NEXT D 

12 GOSUB 10000 

13 UP=0:UPC=1:3P=50:H=1:FLT3=0 

14 JMPCOU=0 

20 D=USR(VP,REST1,0,PLO):D=USR(VP,REST2,0,PL1) 

22 FOR D=1 TO 200:NEXT D 
24 GOSUB 1540 

26 STATIM=((PEEK(18)*65536 )+(PEEK(19)*256)+PEEK(20))/60 

40 J=INT(RND(0)*10)+1:D=USR(VP,JUMP(J),0,PL2):IF J=1 OR J=4 THEN POKE 53258,3 

50 FOR 1=191 TO 39 STEP -4 

51 IF UP=0 THEN SOUND 0,200,8,15:SOUND 0,0,0,0 

55 IF STRIG(0)=0 AND UPOl THEN UP=l:D=USR(VP,HOR3E(3),PL0,PL0-10):D=U3R(VP,H0RS 
E(2),PL1,PL1-10):DST=10-(SP/10) 

56 IF UP=0 THEN D=USR(VP,HORSE(H),PL0,PL0):D=USR(VP,HORSE(H+1),PL1,PL1) 

57 IF UP=1 THEN UPC=UPC+1:IF UPODST THEN UPC=1:UP=0:D=USR(VP,H0RSE(H),PL0-10,PL 
0):D=USR(VP,HORSE(H+l),PL1-10,PL1) 

58 IF UP=0 THEN SOUND 0,130,8,15:SOUND 0,0,0,0 
80 POKE 53250,1 

85 IF PEEK(HIT1)>2 OR PEEK(HIT2)>2 THEN GOSUB 300 
90 H=H+2:IF H>3 THEN H=1 

92 IF STICK(0)<8 THEN SP=SP-2:IF SP<0 THEN SP=0 

93 IF STICK(0)>8 AND STICK(0)<13 THEN SP=SP+2:IF SP>=50 THEN SP=50 
95 FOR D=0 TO SP:NEXT D 

100 NEXT I 

101 JMPC0U=JMPC0U+1:IF JMPCOU=NUMJMP THEN 600 
105 POKE 53258,INT(RND(0)*2) 

110 D=USR(VP,JUMP(J),PL2,0) 

120 GOTO 40 

300 SOUND 0,2,3,10:FLTS=FLTS+4:SP=50:UP=0:UPC=1 

306 D=USR(VP,HOR SE(3),PLO-10,0):D=USR(VP,HORSE(2),PL1-10,PL1) 

310 D=USR(VP,FALL1,PL0,PLO):D=USR(VP,FALL2,PL1,PL1) 

330 FOR Z=I TO 1-40 STEP -1 
340 POKE 53250,Z 
350 NEXT Z 

360 1=1-40:POKE HITCLR.l 

370 SOUND 0,0,0,0:F0R D=1 TO 250:NEXT D 

380 RETURN 

600 FINTIM=((PEEK(18)*65536)+(PEEK(19)*256)+PEEK(20))/60 
610 D=USR(VP,REST1,PLO,PLO):D=USR(VP,REST2,PL1,PL1) 

620 GOSUB 1540 

630 TOTIM=FINTIM-STATIM 

640 GRAPHICS 2+16 

641 POKE 53277,0 

650 POSITION 0,0:PRINT #6;"[INV]JUMPS[INV] "jNUMJMP 

660 POSITION 0,2:PRINT #6;"[INV]faults[INV] ";FLTS 

670 POSITION 0,4:PRINT #6;"time ";TOTIM 

675 GOSUB 2000 

700 GOTO 700 

1540 FOR J=1 TO 25 

1550 SOUND 0,10,14,15:SOUND 1,20,14,15 

1560 FOR D=1 TO 5:NEXT D 

1570 SOUND 0,15,14,15:SOUND 1,25,14,15 

1580 FOR D=1 TO 5:NEXT D 

1590 NEXT J 

1600 SOUND 0,0,0,0:S0UND 1,0,0,0 

1610 RETURN 

2000 FOR S1=0 TO 2 

2010 FOR S2=l TO 2 

2020 GOSUB 2070:FOR D=1 TO 60:NEXT D:GOSUB 2120 

2030 FOR S3=l TO 3:GOSUB 2070:FOR D=1 TO 15:NEXT D:GOSUB 2120:NEXT S3 
2040 NEXT S2 
2045 NEXT SI 

2050 Sl=3:GOSUB 2070:FOR D=1 TO 200:NEXT D:GOSUB 2120 

2060 RETURN 

2070 SOUND 0,81,10,10 

2080 IF S1>0 THEN SOUND 1,64,10,10 

2090 IF S1>1 THEN SOUND 2,53,10,10 

2100 IF SI>2 THEN SOUND 3,40,10,10 


Make the jumps safely, but all the 
time keep an eye on the clock. 
This game has you competing as a 
show jumper. 

You have to clear all the jumps, 
including uprights, doubles and 
the dreaded water, to complete 
the course. 

The game graphics are excel¬ 
lent, especially when your horse 
falls! Of course, the idea is that 


2110 RETURN 

2120 SOUND 0,0,0,0:S0UND 1,0,0,0:S0UND|°. 

2130 RETURN 

10000 REM SET UP P.M 

10010 POKE 106,PEEK(106)-5:GRAPHICS 3+1 
10020 PMBASE=(PEEK(106)+l)*256 
10030 POKE 54279,PEEK(106)+1 
10035 POKE 53277,3:POKE 559,46 
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you fall as little as possible, thus 
keeping down the number of 
faults at the end. This involves 
timing the speed and the jumps 
correctly. Use the joystick: 
RIGHT—Increase Speed 
LEFT—Decrease Speed 
FIRE—Jump 

When typing in the listing, take 
care of the graphics commands, 
shown as [INV1. 


I0UND 


J0,0,0:SOUND 3,0,0,0 


S 3+1 



QTQOI 

I III ll\l 



10036 FOR 1=0 TO 1023 

10037 POKE PMBASE+I,0 

10038 NEXT I 

10040 PL0=PMBASE+580:PL1=PL0+128:PL2=PL1+132 
10060 DIM H0RSE(4),JUMP(10),TXT$(8) 

10070 H0RSE(1)=PMBASE:H0RSE(2)=H0RSE(1)+13:H0RSE(3)=H0RSE(2)+13:H0RSE(4)=H0RSE(3 

10090 JUMP(1)=H0RSE(4)+13:F0R 1=2 TO 10:JUMP(I)=JUMP(I-1)+9:NEXT I 

10091 FALL1=JUMP(10)+11:FALL2=FALL1+13 

10092 REST1=FALL2+13:REST2=REST1+13 
10094 RESTORE 10220 

10100 FOR 1=0 TO 195 

10110 READ X:P0KE PMBASE+I,X:SOUND 0,1,10 5 
10120 NEXT I 


10130 POKE 623,1:POKE 712,154:P0KE 708 194 

10140 COLOR 1 

10145 SOUND 0,0,0,0 

10150 FOR 1=16 TO 23 

10160 PLOT 0,I:DRAWTO 39,1 

10170 NEXT I 

10180 POKE 53248,80:POKE 53249,88 

10190 POKE 704,34:POKE 705,34:POKE 706,0 

10192 HITCLR=53278:HIT1=53260:HIT2=53261 

10220 DATA 12,0,0,32,33,35,63,127,127,127,113,41,28 

10230 DATA 12,48,116,199,247,204,252,252,248,248,56,208,96 

10240 DATA 12,0,0,0,129,67,63,63,127,127,89,209,160 

10250 DATA 12,48,112,192,242,207,255,255,249,248,12,138,5 

10260 DATA 8,0,0,0,129,129,129,129,129 

10270 DATA 8,0,0,0,24,25,25,31,31 

10280 DATA 8,4,14,26,18,50,126,66,194 

10290 DATA 8,129,129,129,129,129,129,129 129 

10300 DATA 8,12,12,71,35,31,31,63,255 

3.0310 DATA 8,32,64,129,143,255,243,252,255 

10330 DATA 8,255,255,129,255,129,255,255,255 

10340 DATA 8,24,24,255,129,255,129,255,129 

10350 DATA 8,0,0,1,3,7,15,31,63 

10360 DATA 10,0,0,0,0,0,0,0,255,255,255 

10370 DATA 12,0,0,0,0,12,12,71,35,31,31,63,255 

10380 DATA 12,0,0,0,0,32,64,129,143,255,243,252,255 

10390 DATA 12,1,1,3, 3,199, 63,127,127,127, 65,* 33 32 

10400 DATA 12,128,136,14,238,152,248,248,248.240.8 144 16 

20000 VP=1536 . 

20005 RESTORE 20050 
20010 FOR 1=0 TO 43 
20020 READ X:POKE VP+I,X 
20030 NEXT I 
20040 RETURN 

20050 DATA 104,162,5,104,149,220,202,16,250,198,220,198 222 160 0 
20060 DATA 168,165,223,240,9,169,0,145,222,136,208,249,138 168 165 
,224,145,220,136,208,249,96 * * 


177,224,170 

,221,240,7,177 
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This original action game is a far cry from the Pied 
Piper. In this case you have to avoid the dashing 
rats, which come hurtling out of the blackness at 
you. Use the joystick to steer left and right, keeping 
clear of both the rats and the walls. 

When typing in the listing, you’ll often find words 
within square brackets, indicating the keys you 
should press. This method eliminates all those 
nasty-looking graphics characters. So: 

[HOME] — Press the HOME key 
[RED] — Colour Red 

[s X] — Press key X whilst pressing SHIFT 
[c X] — Press key X whilst pressing C =. 
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1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 
1470 
1480 
1490 
1500 
I 1510 

I 1520 
1530 
1540 
1550 
1560 
1570 
1580 
1581 
ES + 8 
1583 
1590 
1600 
1610 
1620 
1630 
1640 
1650 
1660 
1670 
1680 
1690 
1700 
1710 
1720 
1730 
1740 
1750 
1760 
1770 
1780 


REM ***MAIN LOOP *** 

IFCR=0THENGOSUB1580 

SE=SE +1 

CY=CY+ 16 :IFCY>210THENCY=1:CR =0 
P=PEEK(56320) 

IFP=123THENZ=1 
IFP=119THENZ=2 
ONZGOSUB1530,1550 
POKEVC+O,X 

POKEVC+4,R:POKEVC+5,CY 
PRINTCHR$(19)TAB(6)” "L$SE 
IFSE>HITHENHI=SE 
PRINTCHR$(19)TAB(34):HI 
IFPEEK(VC+31)AND1=1THEN1600 
IFPEEK(VC+30)AND1=1THEN1600 
POKEVC+31. 0 :POKEVC + 30,0 
GOTO1360 

REM *** MAN DIRECTION *** 

X=X-2:IFX<10THENX=10 
RETURN 

X=X+ 2 :IFX>250THENX=249 
RETURN 

REM *** NEW POSITION OF RAT *** 

R = INT(RND(TI)*84 + 110) : CR = 2 
FORK=150TO250STEP15:POKES + 11 , 17 : 
. K:NEXT 

POKES+ 11 ,0:RETURN 
REM *** CRASH INTO KERB *** 
POKEVC+ 21 . 6 :POKES1 + 4 ,0 
POKEVC+2,X:POKEVC + 3 , 180 
FORV=15TOOSTEP-1: POKES + 1,2+V 
POKE53270,INT(RND( 1 )* 8 ) 

POKES + 4,129:POKES + 24, V 
POKEVC+37,INT(RND(TI)* 15 ) 

POKEVC+ 38 ,INT(RND(TI)* 15 ) 

NEXT:POKES+4 ,0 

POKEVC+ 21,0 

REM *** NEW GAME *** 

PRINTCHR$(19):CY= 1 :CR=0 
POKE646,INT(RND(TI)* 15 ) 

F0RI = 1T04:PRINTCHR$( 17 ) : NEXT 
POKE53270 ,200 

PRINTTAB ( 12 ) "YOU HAVE BEEN'* 
PRINTTAB( 11 )"EATEN PRESS FIRE" 
POKEVC+4,R:POKEVC+ 5 ,CY 
IFPEEK(56320)<>111THEN1700 
PRINTCHR$(145)CHR$(145)CHR$(145) 


illiSilliil 




He *f. 


POK 


1 





»lo° pS" ab <^>" 

13 INTTab (n ) n REM n 

18lo GOTOliiQ ’’-‘HEM 

^30 pr e i N ;*** 

1840 PRXNTTAB(7)»> C f R ? (5) 

i860 1 a 7 , s < s .. e w * * 
PR INTTAB(5)U )CHR$ (^> 

)[c TU INTTAB(5) " r Y M - E LLIS" 

1870 T] [c t] ][ ° JJfo T 

«Jo° ^SS m ^SSi XCK TO -• 

sjo° THE 

;s;ss: ( ?«‘“S' c, r' 

1950 < 9 ) "PRESS ‘i 7 K™ R *' 17 > 

a 960 RETURN, 950 PLAY " 

1970 REM *** J « To GAME 

Jffio DATAO . 0.0 o In ° (MAN > *** 

r 

*°*°° 5^“;«*•'i. l “: i 0 -, 1 ™•*•**» 

2080 data 3 P p-> „’ 114> °. 3 .222 0 

2 °90 DATA250 o ’ A ' 3 ' 2M ’ °’ 1 • 1*0 o p 

S 00 D ATA1 36 ;o *0 ' H *' ° - 1. *. 0. 0* ’ ? 

2110 DATAO,8o o ’ 8 °’°* 32 .0 
2120 DATA6.3.0 ’ I 136 >°.1.4,0 

2130 Rem *** opp’^’ 0> 0 •°.0 

2i\*° Datao -^ To T ! 6 V RAT) *** 

^ ’ u »10,0,0 
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BY ANDREW CLAPHAM 


1 LET h$=”000” 

5 REM ROCK FALL February 85 
' By A.CLAPHAM 

10 DATA 255.170,255.85,255.170 
.255.85 

20 DATA 7.12.27.26.12.7.1,95 
30 DATA 240,152.108, 44, 152.240 
.192,253 

40 DATA 112.119,87,16,31,2.5.2 
50 DATA 7,247,245.4.252.32.80, 
32 

60 DATA 3.4.5,11.23.43.45.46 
70 DATA 0,224,32,160,220.226.2 
50 , 122 

80 DATA 95.191.191.152,99.28,0 

, 0 

90 DATA 250,237.5,237.122,194, 
92.32 

100 DATA 1,3.5,10.18.36,68,200 
110 DATA 0,128,64,160.144.72,68 
. 34 

120 DATA 120.39.17,9,5.3.1.0 
130 DATA 28.136.16,32,64,128.0. 

0 

140 DATA 6.9.11.22,57.127,221.1 

36 

150 DATA 192,32.160,208,28.252, 
222 , 138 

151 DATA 3.6,7.6.3,1,65.37 

152 DATA 96,48,112.48,96,64,64, 
210 

153 DATA 19.11,11,41,41.165.165 
, 255 

154 DATA 228,232,232,200.200.20 
0 , 210,255 

155 DATA 255.238.238.68,68,68,0 

. 0 

156 DATA 0,0,68,68,68,238.238,2 
55 

160 FOR n=USR "a” TO USR "u"+ 7 : 
READ x: POKE n.x: NEXT n 
170 FLASH 0: OVER 0: INVERSE 0: 
BORDER 1: PAPER 1: INK 7: BRIGH 
T 1 : CLS 

180 LET a$=”1100010001101010101 
01010100011001100101010001010101 
00100011010100000000000000000011 
10010010001000100010101000100011 
00111010001000100010101110111 ” 
190 LET p = l 

200 FOR n=l TO 9: FOR m=l TO 16 
210 IF a$(p)=”l” THEN PRINT I 


1, (m-1)*2;"HI” 
215 IF INKEY$= 
00: LET n=200: 
O TO 400 


Infinite screens, and all different, should 
keep you glued to this Boulder Dash vari¬ 
ation. The idea of the game is to collect five 
diamonds on each screen, whilst avoiding 
Egbert, the alien. Whenever you tunnel 
underneath a rock, the rock will fall, either 
stunning the alien for a bonus, or destroying 
a diamond (not advised!). Every five screens 
there will be no earth to tunnel through and 
on later screens the alien will speed up. 

When typing the listing, you’ll come 
across underlined characters. These are in 
place of the user-defined graphics which are 
normally scattered through the listing and 
should be typed in GRAPHICS mode (the G 
cursor). So if you see the character F, enter 
graphics mode (CAPS SHIFT + ‘9’), then hit 
the character and then return to normal 
mode (CAPS SHIFT +‘9’ again). You may 
also come across a set of characters such as 
sh8. These refer to Spectrum symbol 
graphics (above the keys 1 to 8). Again in 
graphics mode, hold down the SHIFT key 
whilst pressing the number (in this case ‘8’). 
When the program has been run, a listing 
will show the graphics, shown in the 
diagram below. 






H * 






;"FG":AT 

n* 2 + 

220 

LET p = p + l 




230 

NEXT m: NEXT 

THEN LET 

m= 1 

240 

FOR n=0 TO 

15 

m: NEXT 

n: G 

245 

IF INKEY$=” 

s” 


00 
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c ocrroi m ic /uo 1/ 

ztrcL 1 i\ui 110/ion 


250 PRINT AT O.n; INK 5;" BC":A 
T 1,n; INK 4:" DE” 

260 PRINT AT 11,30-n: INK 7:"NO 

ft - 

270 PRINT AT 20. n; INK 3; " JK”; 
AT 21,n;” LM" 

280 BEEP .01.ns NEXT n 
290 LET a$=" 

Press S to play. 

A.Clapham presents 

-= = = ROCKFALL = = =- 

Guide Ernie the mining: robot to 
collect five diamonds. Avoid 

Eggbert NO and do not run o 
ut of air. KEYS Q= 

UP A = DOWN M = RIGHT N = LEFT 

»t 

295 LET a$=a$+"5 points for- eac 
h jewel + bonus for screen and k 
illing Eggbert. CAN YOU BEAT 

THE HIGHSCORE OF "+h$+" ??? 


IF c = 5 THEN LET c = l 
3^0 NEXT n: IF n<1000 THEN GO 
TO 310 

350 GO TO 400 

360 DATA -59.16,4,3.-59.1.4.4.7 
.3.-59.1.7.4,11,4,9.2,7.2,11.8.1 
6,3.-59.1.16,2,14,2,11,4,9.2.7.2 
,11,4.9,2,7,2.4,4.4,8 
365 DATA 4.4.99,99 
370 DATA -8,-1,0,-1 
390 DATA 99.99 
400 LET sc=l 
410 LET s=0 
420 LET 1=3 

430 INK 7: PAPER 1: BRIGHT 1: C 
LS 

440 PRINT AT 10,10;"SCREEN ";sc 

441 IF sc=l THEN PRINT AT 12,0 

; PAPER 7: INK 0;" THE EA 

SY SCREEN " 

442 IF sc=5 THEN PRINT AT 12,0 
: PAPER 7: INK 0;” Mind the V 







300 DIM k(4): LET c=l: LET d=l: 
RESTORE 370: FOR n=l TO 4: READ 
k(n): NEXT n: RESTORE 360: READ 
q.z: IF INKEY$="s" THEN GO TO 
400 

310 LET x=0: FOR n=l TO LEN a$- 
32: LET x=x+l: IF x=8 THEN LET 
x=1 

320 IF INKEY$="s" THEN LET n=l 
000: GO TO 340 

330 PRINT AT 10,0; INK x;a$(n T 
O n+31): BEEP .01,q: LET 2=2-1: 
IF z=0 THEN READ q.z: IF z=99 T 
HEN RESTORE 360: READ q.z 
335 BEEP .01,k(c): LET d=d+l: I 
F d=3 THEN LET d=l: LET c=c+l: 


enus Fly Traps " 

443 IF sc = 11 THEN PRINT AT 12, 
0: INK 0: PAPER 7:"Watch out.you 

go half the speed!" 

444 IF sc=l6 THEN PRINT AT 12, 

0; PAPER 7: INK 0:" Mind th 

e robot traps " 

445 IF sc=l8 THEN PRINT AT 12, 
0; PAPER 7: INK 0;"You must have 

skill to succeed!!" 

450 BEEP .2,4: BEEP .2,0: BEEP 
.2,4: BEEP .4,7 

460 RANDOMIZE sc 

470 PAUSE 150: CLS : IF sc/5<>I 
NT (sc/5) THEN LET w$="AA"+FN s 
$(2)+" AAAAAAAA "+FN s$(1)+" AAAAAA 
"+FN s$(4)+"AAAA"+FN s$(6)+"AAAA 
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BY ANDREW CLAPHAM 



T y(4)=-2 

740 IF sc<l1 OR sc>14 THEN GO 
TO 770 

750 GO SUB 3000: GO SUB 2000: G 
O SUB 3000: GO SUB 2000: GO SUB 
4000: GO SUB 1005 
760 GO TO 750 

770 IF sc<l6 OR sc>25 THEN GO 
TO 800 

780 FOR u=l TO 4: GO SUB 2000: 
GO SUB 3000: GO SUB 4000: GO SUB 
1005: NEXT u 

790 GO SUB 9000: GO TO 780 
800 GO SUB 2000: GO SUB 3000: G 
O SUB 4000: GO SUB 1005 
810 GO TO 800 

1000 PRINT )0;AT 1,0;"SCR ";s;TA 
B 10:"LVS ":1;TAB 16;"SCRN ":sc: 
TAB 24;"AIR ";air;AT 0,0;" 

HIGHSCORE ";h$ 

1001 RETURN 


1005 

PRINT )0:AT l,4;s: 

AT 1,28 

; a 

ir; " 

ft 




1010 

LET 

air=air-l: IF 

air<l5 

TH 

EN 

BEEP 

.1.30 



1020 

IF 

air<=0 THEN FOR z=l TO 

15: 

BEEP 

.1.30: NEXT z: 

GO TO 

60 

00 






1030 RETURN 

2000 PRINT AT oh,op;" ";AT oh+1 
.op;" " : AT h , p ; INK 5 ; "BC"; AT h 

-1.p: INK 4;"DE";AT omh.omp;" " 
;AT mh.mp; INK 7;"NO" 

2010 LET oh = h: LET op = p: LET otnh 
=mh: LET omp=mp 
2020 RETURN 


• i ii — w l v c l . 

INK 2; PAPER 1;w$ : 
480 IF sc>l THEN 


jrr, j.im l ai n , ' 
NEXT n 
DIM w$(32) 


RINT AT 10.0:w$;AT ll,0:w$ 

485 FOR m=NOT (sc>4) TO 2: FOR 
n=l TO 12+sc*ra 

490 LET x=INT (RND*10)*2: LET y 
=INT (RND*l6)*2: IF x=10 THEN G 
O TO 490 

495 IF m=0 THEN PRINT AT x.y; 
INK 4; BRIGHT 0;"PQ";AT x+l,y;"R 

S" 

500 IF m=2 THEN PRINT AT x.y; 
INK 6;"FG";AT x+l,y;"HI" 

520 IF m=l THEN PRINT AT x.y; 
PAPER 1;" ";AT x+l,y;" " 

530 NEXT n: NEXT m 
540 FOR n=l TO 5 

550 LET x=INT (RND*10)*2: LET y 
= INT (RND*l6)*2 
560 IF x=10 THEN GO TO 550 
565 IF ATTR (x,y)=71 THEN GO T 
O 550 

570 PRINT AT x.y: INK 7: PAPER 
0; BRIGHT 1;"JK":AT x+l,y;"LM": 
NEXT n 

580 LET h=10: LET p=0: LET oh=h 
: LET op=p: LET mh=10: LET mp=30 
: LET omh=mh: LET omp=mp 
590 LET md=l 

700 LET g=0: LET air=200-(sc*25 
): IF air<60 THEN LET air =60 
710 GO SUB 1000 
720 GO SUB 2000 

730 DIM x(4): DIM y(4): LET x(l 
)=-2: LET y(2)=2: LET x(3)=2: LE 
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3000 LET nmd=md+l: IF nmd = 5 THEN 
LET nmd=l 

3010 LET nmh=mh+y(nmd): LET nmp= 
inp + x ( nmd) 

3020 IF nmh<0 OR nmh>20 OR nmp<0 
OR nmp>30 THEN GO TO 3500 
3030 IF SCREENS (nmh.nmp)O" " T 
HEN GO TO 3500 

3040 LET md=nmd: LET mp=nmp: LET 
mh=nmh: GO TO 3600 
3500 LET nmh=mh+y(md): LET nmp=m 

P + x(md) 

3510 IF nmh<0 OR nmh>20 OR nmp<0 
OR nmp>30 THEN GO TO 3550 
3520 IF SCREENS (nmh,nmp)<>" " T 
HEN GO TO 3550 

3530 LET mh=nmh: LET mp=nmp: GO 
TO 3600 

3550 LET md=md-l: IF md=0 THEN 
LET md=U 

3600 IF ABS (oinh-oh ) <4 AND ABS ( 
omp-op) <4 THEN GO SUB 8500: GO 
TO 6000 
3610 RETURN 

4000 LET nh = h+ ( (INKEY$="a" ) - (INK 
EY$="q") )*2: LET np=p+((INKEY$=" 
m")-(INKEY$="n"))*2 
4010 IF nh<0 OR nh>21 OR np<0 OR 
np>31 THEN LET nh=oh: LET np=o 
P 

4020 IF ATTR (nh,np)=78 THEN BE 
EP .01.12: LET nh=oh: LET np=op 
4030 LET h=nh: LET p=np 
4040 IF ATTR (h,p)=71 THEN FOR 
n=l TO 5: BEEP .01,n*5: NEXT n: 
LET g=g+l: LET s=s+5: IF g=5 THE 
N GO TO 8000 

4045 IF ATTR (h.p)=12 THEN FOR 
n=l TO 5: BEEP .05.10: BEEP .05. 
0: NEXT n: GO TO 6000 

4046 IF ATTR (h,p)=85 THEN FOR 
n=20 TO 0 STEP -1: BEEP .001,n: 
NEXT n: GO TO 6000 

4050 IF oh<>0 AND oh<>20 THEN I 
F ATTR < oh-1,op)=78 THEN GO SUB 
4500 

4100 RETURN 

4500 PRINT AT oh-2,op;" ";AT oh 
-l.op;" ": FOR n=h TO 18 STEP 2 

4510 PRINT AT n,op;" ";AT n + l,o 

p;" ";AT n+2,op: INK 6;"FG";AT 

n+3,op: INK 6:"HI" 

4520 BEEP .01,(20-n)*2 
4530 IF n+4=omh AND op=omp THEN 
FOR q = 6 9 TO 0 STEP -5: BEEP .00 
5.q: NEXT q: FOR q=0 TO 69: BEEP 


.005.q: NEXT q: PRINT AT omh,om 
p;" ": LET s=s+100: LET inh = 0: L 

ET omh=0: LET mp=l4: LET omp=l4 
4540 IF n<>l8 THEN IF SCREENS ( 
n + 4,op)<>" " THEN GO TO 4600 
4550 PRINT AT oh.op;" ";AT oh + 1 
.op;" ";AT h.p; INK 5;"BC";AT h 

+ l,p: INK 4:"DE" 

4560 NEXT n: LET n=l8 

4600 PRINT AT n+2,op; INK 6:"FG" 

;AT n+3.op: INK 6;"HI" 

4610 IF n+2=oh THEN LET oh=h 
4620 RETURN 

6000 PRINT AT oh.op:" ":AT oh+1 
.op:" ";AT h.p; INK 5:"sh2sh7"; 

AT h+1,p;"sh2sh7": FOR n=69 TO 0 
STEP -2: BEEP .Ol.n: NEXT n 
6010 LET 1=1-1: IF 1=0 THEN GO 
TO 7000 

6020 GO TO 430 

7000 BEEP .5.0: BEEP .5.0: BEEP 
.25.0: BEEP .5.0: BEEP .5,2: BEE 
P .25,1: BEEP .5,1: BEEP .25.0: 
BEEP .5.0: BEEP .25.-1: BEEP 1.0 
7010 LET a$=" GAME O 

V E R " 

7020 FOR n=l TO LEN a$: PRINT AT 
10.n-1;aS(n): BEEP .005.60: BEE 
P .005.10: NEXT n 
7030 BEEP .5.-48 

7035 IF s>VAL h$ THEN LET h$=ST 
R$ s 

7040 PAUSE 200: GO TO 170 
8000 BEEP .2,12: BEEP .2,7: BEEP 
.2.9: BEEP .4.11: BEEP .1.9: BE 
EP .3,11: BEEP .4,12 
8010 FOR n=air TO 0 STEP -3: LET 
s=s+3: BEEP .003,n/4: PRINT )0; 
AT 1,4;s:AT l,28;n;" "j NEXT n: 
LET sc=sc+l 
8020 GO TO 430 

8500 LET dy=omh*8-h*8: LET dx=om 
p*8-p*8: FOR y=175~h*8 TO 175~h* 
8-8 STEP -2: PLOT p*8 + 8,y: DRAW 
dx,-dy: BEEP .01,RND*50: NEXT y: 
RETURN 

9000 LET x = INT (RND*16)*2: LET y 
=INT (RND*11)*2 

9010 IF ATTR (y.x)=71 OR (y=mh A 
ND x=mp) OR (y=h AND x=p) THEN 
RETURN 

9020 PRINT AT y.x; INK 5: PAPER 
2:"TT":AT y+1,x;"UU" 

9030 RETURN 

9999 DEF FN sS(s)=("AA" AND sc<= 
s)+(" " AND sc>s) 
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Why not brighten up those boring old blank tape labels by using C&VG's Book of Games 
cassette inlays? Just use a sharp pair of scissors to cut out the labels, paste them onto the 
blank cassette inlay and you'll have your very own custom-made C&VG games cassette. 
Neat eh? If you don't want to spoil your Book of Games, why not get together with a 
friend and swap them — or else buy another copy of C&VG? We have to keep paying 

protection money to the Bugs somehow! - 
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Elite Systems, Anchor House, Anchor Road, Aldridge, Walsall, England 

Tel: (0922) 59165 “Consumer Hotline’ 


Spectrum-£6.95 
Commodore 64/128- 
£7.95 (cass) £12.95 (disc) 
Amstrad- £ 8.95 (cass) 
£13.95 (disc) 4 
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• This month's C+VG has MAX-imum impact. Not 
only has it got a totally FREE 32 page book of games 
but it also features a preview of Quicksilva's new 
game based on the exploits of that TV hero Max 
Headroom. There's also a chance to win some Max 
goodies. 

We've also got some great prizes up for grabs in 
competitions based on Gyroscope, Koronis Rift, 
Bladerunner, Super Bowl and Back to the 
Future. 

Do you produce a computer-related magazine at 
your school or club? If so, don't miss out on the 
competition based on Mirrorsoft's Fleet Street 
Editor. It could be your chance to hit the headlines. 

There's also a spot of magic among the regular 
features. We meet the world's one and only Micro 
Magician. 

And just for good measure we've got a map of 
Robot Messiah If you're in need of salvation from 
Alphabatim's new game. 
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NEWS + REVIEWS 


8 NEWS 

• Demented demons hit the headlines with System 3's new game, 
Twister. Tony Takoushi lifts the lid on a new game for the Atari — 
Party Quiz. A Trivial Pursuit game with over 2,000 questions. 

14 REVIEWS 

• Sweevo's World, the cartoon-style caper from Gargoyle, is 
C+VG's Game of the Month. The C+VG review team have gone 
Wild West crazy this month with a round-up the best shoot-out 
games for your micro 
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software getting harder 




SPECTRUM 


AMSTRAD 


DURELL sales dept 





YOUR MICRO 
NEEDS GREMLIN!! 



Atari 


C16/Plus4 

£ 6.95 


The age of technology makes its 
demands, nuclear energy opens new 
horizons, but more and more 
plutonium waste is ever generated, 
however can it be made safe? 
Government storage tanks are full 
so they’ve resorted to disused 
mineshifts. But mankind breeds its 
own subversives, bent on 
destruction, who attempt to seize 
plutonium from one such shaft. The 
theft went badly wrong leaving 
this awesome material scattered 
around emitting its deadly 
radiation. Someone must put their 
life at risk before this tragic 
disaster becomes an awful reality. 


KING OF THE RING 


Atari 


Not merely a boxing game, a 
complete campaign of action to 
take your man to the very top - 
world championship. Guide your 
fighter from fresh faced novice 
through his programme of training 
and fight preparation for every 
contest. Instruct him in tactics 
with “between rounds” comments. 
Be his mentor in carefully selecting 
the next opponent - match your 
man carefully. Finally the big 
chance - the world championship. 


XARGON’S REVENGE 


Cl 6 


Defeated and broken the warriors 
of Xargon have regrouped and 
reformed. Infiltrators have alerted 
them of your horrific plan for their 
total destruction and now 
strengthened by the knowledge and 
experience of terrifying defeat 
they lie in wait to take their 
revenge on your invading armies. 


Cl 6 CLASSICS 


Gremlin Graphics Software Limited Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: (0742) 753423 


GULLWING FALCON Cl6 

The ultimate defender. The lone 
saviour of your planet’s destiny. 

Can you master the Gullwing 
Falcon and put to flight the 
invading space pirates. Pilot your 
awesome craft through waves of 
attackers, making full use of the 
Desert of Pillars, blasting your way 
to glorious victory. 


SWORD OF DESTINY Cl6 

Armed only with the magical 
sword, the lost soul of Kelok must 
overcome the horrors of the eerie 
Abyss of Death and reclaim the 
heart of this brave warrior stolen 
from the battlefield by Xorphas the 
evil warlock. 


KUNGFUKID Cl 6 

Action packed martial arts 
spectacular the like of which 
has yet to be seen on the 
Commodore 16. 


JETBRIX Cl6 

Mind your head it’s raining bricks! 
Watch your airspace the walls are 
taking over. You've got to be fast 
on the move, quick to the fire 
button to dodge this aerial assault 
and blast them to bits before they 
eventually overtake you. 

Real howa bowal 








































"I— 



□Watch out for Uridium the 
latest stylish shoot-out from 
Paradroid author Andrew 
Bray brook. Hewson 
Consultants promise super-fast 
scrolling and authentically 
addictive action packed with 
Andrew's .neat graphics and 
super sonics. Here's just a 
glimpse of the game. More 
next issue. 



□ Softsel and Infocom have 
come together to produce a 
special Christmas promotion 
announcing tremendous 
reductions on some of the most 
popular games. 

The promotion of the 'Infocom 
Classics' is scheduled to begin 
mid November and will run 
through the duration of the 
Christmas period. Games to be 
featu r are Deadline, Hitch 
Hik o Guide to the Galaxy, 
Planetfall, Seastalker and Zork I 
— all of which run on the most 
popular machines. 

The reductions on the 
adventure games are substantial. 
The Hitch Hiker's Guide to the 
Galaxy, which has been totally 
re-packaged, will drop to a 
recommended retail price of 
£24.95. Deadline, Planetfall, 
Seastalker and Zork I are all 
coming down by between £14.00 
and £22.00 to £19.95 each. 

The machines catered for in 
the promotion are the new 
Amstrad CP/M, Apple II, Apricot, 
Atari 800 and 520 ST, 

Commodore 64 (128), Macintosh 
and IBM. 



M Eighth Day Software's Games 
Without Frontiers range of 
adventures are now available for 
the following machines, priced 
£2.50 each. 


On the Spectrum there's Four 
Minutes to Midnight, Cuddles, 
Quann Tut la, Ice Station Zero, In 
Search of Angels and Faerie. 

Quann Tulla, Ice Station Zero 
and Faerie are available for the 
Commodore 64 and Amstrad. 

I There must be thousands of 
you games addicts out there 
who've become caught up in 
some marathon playing sessions. 
But have you beaten 24 hours 
non-stop? 

Well, that was that 14-year-old 
Bristol schoolboy Alan Tuckett 
and two friends achieved 
recently — and in the process 
raised around £80 for famine 
relief in Ethiopia. 

Joining Andrew for the games 
playing were Stephen Davies, 14, 
and Paul Gamlin. 

The games the boys played 
included Castle Quest, Alien 8 
and Revs on the BBC. The 
computer stood up well to the 
continual use but, said Andrew: 
"It did get a bit hot." 



□ The Way of the Tiger is 

the first of a series of text and 
graphic adventures from 
Gremlin Graphics this year 
based on the fighting fantasy 
novels of the same name. 

The story begins of the 
magical world of Orb where 
there lies the mystical Island of 
Tranquil Dreams. 

Many years have passed 
since the time when, as an 
infant, you first saw its golden 
shores and emerald rice 
fields. A servant brought 
you, braving the distant 
leagues of the ocean from 
lands to which you have never 
returned. Your loyal servant 
laid you at the steps of the 
Temple of the Rock, praying 
that the monks would care for 
you, for she was frail and 
dying of a hideous curse. 

Monks have lived on the 
island for centuries, dedicated 
to the worship of their God, 
Kwon, He who speaks the Holy 


Word of Power, Supreme Master 
of Unarmed Combat. 

They live only to help others 
resist the evil that infests the 
world. Seeing that you were 
alone and needed care, the 
monks took you in and you 
became an acolyte at the 
Temple of the Rock. Nothing 
was made of the strange 
birthmark, shaped like a crown 
which you carry on your thigh, 


□ Take a sneak peek at Probe's 
new Basildon Bond game starring 
a computerised version of zany 
comedy star Russ Abbot. As you 
can see, the game is set in a TV 
studio and features other Abbot 
characters — like Cooperman 
and Blunderwoman. Watch for 
C-hVG for more details. 




BY TONY TAKOUSHI 

My hand began to shake as I 
mopped my brow clean of salty 
sweat. 

The room slowly started to spin 
around me and I felt the walls 
start to close in. I craved a joystick 
and video screen. I HAD TO HAVE 
THEM! 

It had begun. I knew there 
would be no sleep for me that 
night unless I gave in to my 
craving... 

So I fired up the Tempest and 
I Robot machines and settled 
down to a mega-zapping session. 

I had barely started to play when 
the front door bell rang... 

"No," I moaned as my 


superzapper recharged on level 
42. 

I gave in and answered the 
door. It was my American cousin, 
come to show me his latest game. 

"Howdy TT, I just came on over 
with my two sons to show you my 
new game, Party Quiz." 

"Party Quiz?" 

Twenty minutes later I had got 
into the swing of Party Quiz and 
was loving every minute of it. 
Maybe I will sleep tonight... 

I am always on the look out for 
new and exciting games for all 
you Hot Gossip fans and this 
month I've got what is probably 
the ultimate Trivia micro game. 

Party Quiz is for Commodore 



□ Demons are a girl's best 
friend — at least for 
Twister, the evil star of 
System 3 Software's new 
game. And she'll haunt your 
dreams unless you manage 
to destroy her. 

Twister has already got 
quite a reputation based on 
the fuss at the PCW show 
in September when System 
3 boss Mark Cale hired 
three scantily-clad dancers 
to publicise the game by 
prancing around his stand 
several times a day. The 
end result was they were 
banned. 

After the never-ending 
delays in the launching of 
System 3's International 
Karate, many thought that 
Twister was just a figment 
of Cale's imagination. 

But not so. The game 
actually exists and 
remarkably good it is with 
excellent graphics and good 
game play. 

The game was originally 
called Twister, Mother of 
Harlots. But, after 
accusations of "bad taste", 
it's now just Twister. 

Set inside the nightmare 
world of a twisted brain, 








































64 and Atari micros. Suncom, an 
American company, is better 
known for its joysticks than its 
games. Do not be mislead, 
Suncom has incorporated the best 
of both worlds and produced a 
game that features novel, exciting 
game elements. 

Party Quiz is for one to four 
players and closely follow the 
Trivia mould. But what makes 
this Trivia derivative special? 

It is played with joysticks. The 
game pack comes with four 
joysticks (Quick Response 
Controllers), which are plugged 
into an interface box which in turn 
is plugged into two joystick ports 
via an interface cable. 


There are also two floppy discs 
and an instruction manual 
included. One disc is the program 
disc, the other is a question disk. 

You start the game with an 
options screen. Here you can 
choose the number of players 
(1-4), the response time to answer 
the question (3,4,5 or 10 seconds) 
and the number of question 
rounds to be attempted for the 
game (5,8,12,16 or 20). 

You can also determine the type 
of game to be played, either 
Competitive or Social. Competitive 
is exactly that, each player 
competes to answer a question 
before another does. I preferred 
Social, here all players can answer 


and score if they get a question 
right. 

For all you brain boxes there is 
also a handicap feature. If this is 
used, a player only gets half the 
normal response time to answer 
a question. 

Once the options have been set 
you go to the play screen. This is 
divided into four sections, at the 
bottom of the screen a time bar 
counts down the answer time and 
decreasing score. Phew! 

Each round has ten questions 
and when a question appears a 
choice of either four (multiple 
choice) or two answers is given to 
choose from. The first player to 
press the right button on their 




the idea behind the game is 
to destroy the evil at its 
centre. You do this by 
zapping your way through 
five screens full of demons, 
ghoulies, devils, monsters. 

Everything about Twister 
is impressive — from the 
strategy behind the game, 
animation and graphics. 

Although there were 
minor changes to be made 
to the Copy sent to C+VG 
Twister is shaping up to 
be the best System 3 game 
yet. 


Twister will cost you £7.50 
in the shops — but if you want 
to save some cash, read on. 

There're two ways you can 
do this. If you send the token 
on this page, together with a 
cheque or postal order for £6. 

But if you want to wait until 
you get your hands on the 
March issue of C+VG you 
could save another £1 by 
cutting out the second token. 

Just send the two tokens 
with a cheque or postal order 
for £5 to Computer and Video 
Games, Twister Offer, Priory 


Court, 30-32 Farringdon Lane, 
London EC1R 3AU. 

Twister will be available on 
cassette for the Spectrum, 
Amstrad, C64/128, Atari and 
BBC. 
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TWISTER OFFER 


Name. 


Address . 


I enclose a cheque/PO for 


I enclose.tokens 


Machine owned.... 


SOME MISTAKE SURELY? 

□ So, did you spot last issue's deliberate mistakes? 
You must have spotted that the Bug Hunters strip 
had two pages transposed. Look, I know it was a 
weird story — but it was supposed to make sense. 
Despite all precautions — like actually writing the 
page numbers on the artwork SOMEONE — who'll 
be getting a visit from Big Red — managed to get 
them around the wrong. So if you'd all like to turn 
to page 120 of January's issue it should really be 
page 121 — so you'll have to read it backwards. 
Right? 1 You just can't get the staff these days... 

Bodge No. 2: On the contents page three was an 
enormous white space above the Combat Zone 
heading. Now our spies tell us it was a Green team 
member who swiped the missing item. But if you 
can tell us just what should've been in that gap 
you could win yourself a t-shirt. The best 
suggestion will get a visit from Big Red. 


joystick get the points. The quicker 
you press the more points you 
get! 

Because of the two answer 
formats, Multiple choice and 
True/False, two scores are given, 
1000 for Multiple Choice and 500 
for True/False (well, you do have 
a 50/50 chance). 

If the player gets the question 
right, a little tune is played, if 
wrong, a naughty bleep is heard. 
If any of you sneaks try the cheat 
then you will suffer, if a button is 
pressed before the question 
appears on the screen, your score 
is replaced with the word "CHEAT". 
(Ha, ha, — that will teach you). 

For those precious little 
moments like answering the front 
door or popping off to the loo, 
there is a pause mode, activated 
by the space bar. 

To keep you on your toes there 
is a real nerve jangler called the 
Lightening Round. These happen 
on rounds 4,7,11,15 and 19 (if you 
play all twenty rounds). Here each 
player has to answer ten questions 
in twenty seconds, this is real 
pressure cooker stuff, believe me. 

My friends have nicknamed me 
Jacques Costeau because I am so 
cool under pressure, but this 
section ruffled even me. 

To keep everyone in the picture 
a report card is shown every two 
rounds with each player's score 
and various funny comments. 
What does TRY CHEATING mean? 

The package has 2,500 
questions covering History, Arts, 
Science, Geography, Sports and 
Entertainments. It must be said 
that it is an American package 
and many questions reflect this — 
just what are the ZIP codes for 
Utah? — but it really is fun 
because everyone stands the 
same chance of getting the 
answer wrong! 

A special editor disk is 
available for the Atari version that 
allows the question disk to be 
edited for British questions and 
answers. 

Party Quiz is not cheap at £40, 
but it is probably the most 
luxurious and comprehensive 
version on disk. So all you 
Commodore and Atari owners 
looking for a fun family game that 
does not tie everyone to the 
keyboard, go for this package. 

Party Quiz is available from 
Software Express in Birmingham 
or most software retailers. 

□ Hold on to your hats! That all 
time classic, Star Raiders, is set 
to make a come back! Star 
Raiders II should be with us quite 
soon. A special version was on 
show to a select few at the 
Comdex show in Las Vegas in 
December. 

It looks HOT! It will be initially 
released for the Commodore 64 
and Atari ST micros. 
















Your driving skills will be driven fro 
frhe limit in this simulation of the 
hit T.V. series. Just you and a car 
named "KITT" — frhe ultimate 
driving team! 


Warrior robots in disguise. 

Earth has been invaded by 
powerful robots from the 
planet Cybertron. 

Transform into the role of the 
heroic autobots (Jazz, Hound, 
Mirage and Optimus Prime) in 
their deadly battle with the evil 
decepticons. 

TRANSFORMERS - More 
than meets §| 

the eye! 


COMM 


Ocean House • 6 Central Street • Manchester • M 

S) whsmith wooiwotrm 


Ocean Software is available from selected branches of 
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The box-office smash hits your 
screen with all the high-energy 
drama that only Rambo can 
create. Take the role of 
Sylvester Stallone in the 
explosive all-action 
battle scenes. 


Become the hunter and 
the hunted in this 
breathtaking simulation 
of the famous film and 
TV series with 
Hyperthrust feature, 
helicopter attacks and 
daring rescue attempts 
that only the man and 
machine combination of 
Street Hawk can survive. 

Don't miss it - 
burn tread on 
the streets! 


DORE 64 


5NS Telephone 061-832 6633 • Telex 669977 

ASKYS, Rumbelows,Croons , Spectrum Shops and all good software dealers. Trade enquiries welcome. 
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“My two top 
contenders” 

1. ScoobyDoo 

by Elite 

In the red corner we have 
Scooby Doo - a real 
heavyweight when it comes 
to catching criminals, 
ghosts and other things that 
go bump in the night. 

2. Super Sleuth 

by Gremlin Graphics 
And in the blue corner 
another Super Sleuth. Which 
one will come out tops? 
Hard to say, Harry, but both 
are champs in my book. 


B THORN EMI Computer Software 

International Micro Software Division 













"Take a ringside seat and 
sample the excitement” 



by New Generation 

This fighter doesn’t use his fists, man, - but 
everything else in sight! Cannons, boulders, 
boomerangs and bombs all come in handy for 
Cliff who has to do something to stop the bandit 
shooting up the canyon. 

Spectrum 48K £4.95 


-CRUNPYCUNPHREY- 



by Gremlin Graphics 

Keep your eye on the clock and look sharp! 

All your best moves have to be executed on 
time or you’re in big trouble. Catch the shop 
thieves and above all keep the Manager happy 
- my motto exactly! 

Spectrum 48K £7.95 


kout games for fans 
fwhere ’ 


MARSPORT 

by Gargoyle Games 

Box your way out of this one! The World needs a 
Champion (what about me?) Yes, but you can be 
the champ here. That is if you sneak the 
defence plans from the doomed city and 
reinforce the force sphere. Not easy, with aliens 
attacking your every move. 

Spectrum 48K and Amstrad £9.95 

mmnm 

by Mirrorsoft 

Count to ten and concentrate. You think you 
can wifron points? Well I tell you this game will 
have you reeling! He may not be a Jumbo or a 
Bonecrusher, but one thing is certain, Dynamite 
Dan is hard to beat. 

Spectrum 48K £6.95 

Amstrad and Commodore 64 £8.95 

“Games to keep you on 
your toes”. 

aPK ADPQWS by Database 

llUlnr n These guys can sure 
ll|U I w move. But their game is a 
K mdW non-contact sport, if you get my 
Imr drift. You can try your hand at 
I ^ formation flying, looping the loop and 
W all the other tricks. Duck, dive, dodge, 

' swerve and break - only don’t hit anyone 
here. 

Versions for most machines. 

Cassette £8.95 

Disk £11.95 & £12.95 

SPOT THE BALL 

by Creative Sparks 

Two sports classics in one pack, but you only 
play one at a time, OK? There’s soccer and 
snooker. Both need skill and timing as well as a 
joystick and 32K ram. Go to it! 

Atari 32K £8.95 



by Elite 

Slippery customers throw in the towel when this 
ace detective is around. With your help he can 
track down and solve the mystery that haunts 
his friends. Join the elite band and pit your wits 
against the spooks. 

Spectrum 48K £6.95 

Commodore 64 £7.95 

Amstrad £8.95 

SPARKLERS SPECIAL 

by Sparklers 

A fist full of games at a fantastic price. And 
nobody is pulling punches here. These games 
really are the greatest - anyone who disagrees 
will have me to reckon with! Not to mention 
Slurpy, Ore Attack, River Rescue and Black 
Hawk. 

Spectrum 48K and Commodore 64 

4 games for £7.50 

"Non-stop thrills from start 
to finish” 



by Alligata 

Only the brave survive (and the lucky). Upper 
cuts and left hooks are no good to you here. 

You need to find the ammunition dumps to 
knock the stuffing out of the enemy and free 
your friends. 

Commodore 64 £7.95 

Amstrad, Spectrum and Commodore 128 
versions available soon. 


All games featured above are available from Laskys, WH Smith and other good software stores. 



Comprising word processor - for writing letters 
and reports, a database - for storing addresses, 
and a spreadsheet - for storing complicated 
numbers. Pretty high-powered stuff, don’t you 
think? 

BBC £5.95 


MAO DOCTOR 


by Creative Sparks 

As Mad Doctor, in this blood-curdingly evil 
game, the player must create new life out of 
freshly killed body parts. If he arouses the 
villagers’ suspicions, they’ll kill him. A light touch 
on the scalpel is required. 

Commodore 64 £8.95 
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- Win - 




Spot this month’s mystery 
microgamer and win a fantastic 
prize. Ten 2 -pack program prizes 
must be won plus single game 
prizes for the first 100 runners up. 


If you think you now the answer, send this coupon to us, 
no later than 14 December 1985. The first ten correct 
entries will each receive SCOOBY DOO and SUPER 
SLEUTH. 100 runners up will each receive a super game 
for their machine type. 


I say the Mystery Microgamer is: 


Send me your latest full list of software programs. 

Name_ 

Machine_ 

Address_ 


_Postcode_ CVG4 

Send to: THORN EMI Computer Software Mystery 
Microgamer Competition, Thomson House, 296 
Farnborough Road, Farnborough, Hants GUM 7NU 



Last month’s 
Mystery 
Microgamer 
was 

Ian McCaskill. 
Prizes are 
on their way. 


Prizewinners 
Andrew James, 
Swansea 
Bobby Earl, 
Birkenhead 
Mark Johnson, 
Knottingley 
Stephen Hirst, 
Castleford 
Barry Cheeseman, 
Swindon 
Graham Langlands, 
Dundee 
Tim Walter, 
Bristol 
Paul Cooke, 
Blackpool 
Robert Wooley, 
Peterborough 
John Baxter, 
Coventry 






















ESI FEB 

KEY 

GRAPHICS 

Are they really mind-blowing 
3D technicolour visions like 
the adverts tell you — or does 
it look like someone has 
simply scribbled on the screen 
with a magic marker? 

SOUND 

Does the game sound like a 
Duran Duran LP played at half 
speed? Or does the noise from 
your micro knock you half way 
across the room? The C+VG 
review team don't play games 
with their ears blocked up you 
know! 

VALUE 

Is the game really worth all 
those pennies? Will the 
novelty last? Is it worth going 
without C + VG for a month 
because your parents won't 
come up with the extra pocket 
money? Or could YOU write a 
better game? 

PLAYABILITY 

Will you be playing until the 
early hours of the morning as 
you attempt to complete just 
one more screen? Or do you 
fall asleep the minute the intro 
screen appears? 

BLITZ GAME 

C+VG's way of telling you 
that the game must not be 
missed! 



REUIEUS 


SWEEVO'S WORLD 


• Machine: SpectrumjAmstrad 

• Supplier: Gargoyle Games 

• Price: £7.95 

Could this be the world's first 
slapstick computer game? Well, 
maybe. But one thing is for sure. 
Sweevo is a character who will 
bring a smile to the face of 
even the most jaded games 

Extreme Environment Voc|iional 
Organise — has been t H^ the 
job of dlearjfna jtap problem 
plaflWcallecpKHjt¥"Folly. ft's an 
old planetQtatJcrtE Baron 

odd genetic experiment and 
the results of this dabbling have 
now completely overrun the 
planet. Sweevo's job'is simply 
to tidy up the planet. 

He has to discover just how 
to use the objects he discovers 
on the planet — and what 
effect they have on the 
creatures. Each of the deadly 
guardians of Knutz Folly have a 
special weakness which our 
hero has to discover and make 
use of to get rid of them? 

Sweevo looks most unlike a 
robot or android. He looks a bit 
like William Wobbler — with a 
long neck and a winning grin. 

The rooms he has to explore 
are full of deadly fruit. Yes, fruit. 
Don't walk into them or you'll 
injure poor old Sweevo. He's 
allowed three falls before he 
loses a life. You begin the game 
with five. 

The rooms are drawn in 
Ultimate 3D style. Each contains 
objects which may or may not 
be useful. Some can be 


collected and used. You'll come 
across the Word "BOO" in 
various locations. Collect this 
and you can say BOO to the 
Goose which lays the Golden 
Egg and gives you more energy! 

Your current energy rating is 
indicated by a "face" at the top 
of the screen which begins with 
a big grin which gradually turns 
to a grimace as you lose energy 
by bumping into things. One 
bump to many and it turns into 
a skull. 

Watch out for the air vents 
which blast you back to another 
level. But some times they can 
come in useful if you've done 
what you came to do. 

You can begin the game at 
any one of four starting points. 
Simply select which one you 
want at the start of each game. 
Sweevo sits and waits until 
you've made your choice and 
then heads for a hole and 
parachutes through using his 
trusty umbrella. 


At the end of each game you 
get a percentage rating — plus 
a list of the things you have or 
haven't collected/done and a 
comment about the level of 
your performance. 

Sweevo's World is a truly 
different and atmospheric game. 
And it has built in humour. Lots 
of nice touches that will keep 
you and Sweevo on your toes 
for hours. 

Lots of baffling puzzles and 
amusing jokes. 

Could we be witnessing the 
birth of a cult character here? 
Only time will tell. But in the 
meantime do yourself a favour 
by grabbing a copy of Sweevo's 
World as soon as you see one. 
You won't regret it. We 
guarantee it. 


• Graphics 

• Sound 

• Value 

• Playability 


.THE FUNNIEST CARTOON ADVENTURE 
YOU'LL EVER TAKE PART IN...." 


Ai V* i 


• Machine: Spectrum 

• Supplier: System 3 

• Price: £6.50 

WeH, it's finally here, after much 
singing and dancing (PCW 
Show). Will it topple Exploding 
Fist as karate champ or not. 

Let's compare the two. 

Exploding Fist characters are 
nicely drawn and excellently 
animated. However, although 
not bad, the animation and 
graphics are not quite up to that 
standard. 

The backgrounds on Fist were 
colourful and ornamental, but 
on International Karate they are 
colourful, recognisable and 
superb. 

The gameplay on Fist was 
good with only one life. 


• STARTS HERE ► 


whereas with International 
Karate it is the best of three 
fights on each round and after 
each round a bonus screen can 
be attempted which consists 
of, on the first bonus screen, a 
wood block smashing attempt 
with bonus points for each 
block smashed and, on the 
second bonus screen, smashing 
or avoiding flying objects. 

Sound on the Fist was limited 
to spot effects which were 
good but sparse, International 
Karate boasts great spot effects, 
music and excellent clear 
speech which announces the 
start, the scores and the results 
of the contest (a bit like Jimmy 
Hill). 

Altogether the package is a 
winner with its international 


backgrounds and terrific speech. 
If you already have The Fist 
this may not be on your list. 
However, I've got both and play 
them equally. 


• Graphics 

• Sound 

• Value 

• Playability 
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COMMANDO v RAMBO 


• Machine: CBM 64 

• Supplier: Elite and Ocean 

• Price: £7.95 

Rugged, athletic, mean, butch, 
offensive. That's Rambo — 
Ocean's muscular little sprite is 
bound for big bucks. 

The idea is for Rambo to 
rescue his buddies somewhere 
in a screen jungle littered with 
little animated soldiers. His first 
mission is to photograph the 
prison camp where Vietnam 
Ro.Ws are being held. Rambo, 
being the hero he is, just seems 
to get the urge to rescue all and 
sundry. 

Rambo is armed at first with 
only a bow and arrow (also the 
famous exploding war head 
arrow!) and a knife. To make 
sure he's not noticed by the 
opposition, he must try not to 
use any noisy weapons. Along 
the way he can find machine 
guns and rocket launchers lying 
redundant in the fields which he 
can use to good effect. He then 
has to find a helicopter and 
rescue his buddies. All pretty 
straight-forward, huh? Not really. 
There are a lot of elements of 
Commando in this arcade 
adventure, but not enough real 
gameplay to be addictive 
enough. 

However, Commando by Elite 
is a different kettle of fish 
altogether. This sticks closely to 
the arcade game and has great 
music by that Commodore 
maestro Rob Hubbard (Monty 
on the Run music) your little 
G.l. Joe is beautifully animated 
and looks really rough and 
tough. This doesn't mean that 


you are invincible. Unlike Rambo, 
with his depleting energy, you 
have only to be shot once and 
your next life takes over. 

There are five stages to 
complete, getting increasingly 
difficult as you go. You can only 
shoot as fast as your finger can 
hit the fire button so prepare for 
aches and pains. 

Although you don't have as 
large an arsenal as Rambo, you 
do have one little trick up your 
sleeve . . . grenades. 

However, these can run out. 
Fear not, supplies can be found 
all along the way. These are 
fired in the direction you are 


facing by hitting the space bar. 
Lorries, trucks, mortars, 
motorbikes and a lot more bar 
your way but still you soldier 
on. 

Altogether a maddening, 
totally addictive arcade copy 
which definitely makes Rambo 
look like Mr Puniverse. No doubt 
about it! 
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Rambo Commando 

• Graphics 

8 

9 

• Sound 

8 

9 

• Value 

9 

9 

• Playability 

8 

10 


TOMAHAWK 


•Machine: Spectrum 
•Supplier: Digital Integration 
•Price: £9.95 

What's the toughest helicopter 
around? Blue Thunder? Airwolf? 
No. The Apache Advanced 
Attack Helicopter is the king of 
the skies. It can climb 1400 feet 
in just a minute. It carries 
enough weapons to sink at least 
a couple of battleships. And it's 
REAL. 

You may never get a chance 
to fly the real thing — but 
Digital Integration can put you 
in the hot seat — if you own a 
simple Spectrum. 

The long awaited follow-up to 
their Fighter Pilot flight 
simulation is a complex and 
highly detailed representation of 
what it's like to fly one of these 
hi-tech fighting machines. 


The screen display shows a 
heads-up view of the terrain you 
fly over, plus an impressive 
range of instrumentation. 
Fortunately you don't really 
need to keep an eye on these 
all the time. There are audio 
alert signals which call your 
attention to the gauges when 
they need it. 

Graphics for the landscape 
are draw vector graphic style 
and — despite that limitation — 
are very accurate. You can fly 
over mountain ranges, trees, 
buildings, military installations 
— and the ever present enemy. 

Controls are extremely 
responsive. You can mix 
keyboard and joystick — and 
there's a two joystick option for 
the really experienced flyer. 

It's difficult to do justice to 
the amount of detail and 


accurate background work that 
has obviously gone into this 
excellent program. 

Tomahawk is an extremely 
well put together piece of 
software. Impressively presented 
and documented. And, on top 
of all that, it's got real 
atmosphere — something that's 
hard to get into a game. That's 
if you should really describe it 
as a game. Somehow it seems 
all too inadequate . . . 

Tomahawk is destined to 
become a classic. 


•Graphics 

9 

•Sound 

7 

•Value 

9 

•Playability 

9 
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ART STUDIO 




ATLASTA SPECTRUM GRAPHICS PACKAGE THAT IS FUN AND EASY TO USE. 'JHB 

THE OCP ART STUDIO CONTAINS EVERY FEA TURE YOU WILL NEED TO CREA TE 
BEAUTIFUL ILLUSTRATIONS. IT WORKS WITH THE AMXMOUSE FOR EVEN GREATER 
EASE AND OUR HARD COPY OFFER MEANS YOU CAN HANG YOUR MASTERPIECE ON THE WALL 


DO IT ALL - CREA TE AN IMAGE. SHRINK IT, EXPAND IT, MOVE IT, ROTA TE, COPY IT, COLOUR IT, SPRA Y ON A PA TTERN OR SHADE. MAKE 
ELASTIC LINES, TRIANGLES, RECTANGLES, CIRCLES-STRETCH AND MANIPULATE. ADD TEXT OR CHARACTERS, UP, DOWN, SIDEWAYS-ANY 
SIZE OR PROPORTION. ZOOM IN TO DRA W IN FINE DETAIL. SHRINK THE WHOLE PICTURE TO ADD BACKGROUND. 


\ 



ART STUDIO 


THE 


MAKE CHEQUES OR P.O. PAYABLE TO RAINBIRD SOFTWARE 
BARCLAYCARD AND ACCESS ORDERS TEL: 01-240-8837 (24 HOURS) 


RAINBIRD is a division of British Telecommunications pic. 


* Pull down menus. * Icon driven. 

* Keyboard, joystick, mouse control. 

* Dot matrix printer dumps, 5 sizes 
and grey scale - up to 80 columns. 

* Supports 17 printer interfaces. 

* 16 pens, 8 sprays and 16 brushes. 

* 32 user-redefinable texture fills. 

* Wash texture. * Undo facility. 

* Snap facility. * Pixel edit. 

* Cut, paste, turn, enlarge, reduce. 

* Magnify (3 levels) pan and zoom. 

* Text. 9 sizes, 2 directions, bold. 

* Font editor with invert, rotate flip, 
clear, capture from window. 

* Elastic line, triangle, rectangle. 

* Low cost full colour prints offer. 

* Upgrade offer. * Mouse offer. 


“An extremely powerfull utility which should be of use to 
professional artists and designers as well as the home user” 


For use with disc or microdrive only, and compatible 
with K DOS and SP DOS disc interfaces (supplied on 
cassette). Includes disc and microdrive operating 
systems, screen compression programme, four extra 
fonts and Kempston mouse compatibility (in addition to 

AMX). (Available Mail Order Only) 


FOR 48K ZX SPECTRUM 
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Screens from Commodore 64 version of game 

COMMODORE 64/128 
CASSETTE £9.95 
DISK £14.95 

Available Soon for 
Spectrum 48K 
& Amstrad 


r " - A 

You've 
Jitured the 
|bid in Summer 
r Games™ and 
Summer Games II ™ — 
now it's on to the Winter 
Games! And whatan incredi¬ 
ble setting—a completely realistic , 

winter wonderland featuring six l Uk 
action-packed events. You can com¬ 
pete aga instyour friends or the computer. 

First choose the country you want to 
represent. Then it's practice, training and 
learning a winning strategy for each event. 

Nowthe Opening Ceremony and the competi¬ 
tion begins. Will you be the one who takes the 
gold at the Awards Ceremony? 

The quest for the gold continues...And it's all 
here - the strategy, the challenge, the competition, 
the art and pageantry of Winter Games! 

► Six Winter Events: Bobsled, Ski Jump, Figure 
Skating, Free-Style Skating, Hot Dog Aerials and 
the Biathlon 

► Opening, Closing and Awards Ceremonies 
complete with National Anthems 

► Compete Against the Computer or Your Friends and 
Family 

► Unique Joystick Control - Requires riming and Skill 

► One to Eight Players 


MCOMPUTER SOFTWARE 





































































chances of finishing. 

If you come across a screen 
where one of the items in 
Thunderbird Two's hold will help 


THUNDERBIRDS 

•Machine: Snectrum C64 missing archaeologists before 


•Machine: Spectrum C64 
•Supplier: Firebird 
•Price: £3.95 

Thunderbirds are Go! This maze 
puzzle game, one of the first in 
Firebird's new Super Silver 
range, manages to capture the 
spirit of Gerry Anderson's 
classic TV puppet series. 

You have to help the pilots of 
Thunderbirds One and Two 
rescue a couple of 
archaeologists trapped inside an 
ancient Egyptian tomb. Being a 
typical tomb this one is packed 
with traps, secret doors and 
deadly nasties. 

You have to solve the puzzles, 
beat the traps and save the 


missing archaeologists 
their oxygen runs out. 

Each screen is a puzzle. You 
have to move coloured blocks 
around, using both Thunderbirds 
to create a pathway to the 
doomed men as quickly as 
possible. No mean feat — and 
you have to look out for fuel 
along the way. 

Thunderbird One can move 
blue blocks, Thunderbird Two 
moves green blocks. Both craft 
can move red blocks. You often 
need to use both craft to solve 
the puzzles and move on to the 
next screen. 

Before take-off you can equip 
Thunderbird Two with various 
bits of machinery and gear that 


help in the mission. Each bit of 
equipment you take reduces 
your starting score. Taking 
nothing at all reduces your 






GUNFR1GHT 


• Machines: SpectrumjAmstrad 

• Supplier: Ultimate 

• Price: £9.95 

Howdy partners. This is Sheriff 
Sabreman talking to you from 
the troubled city of Black Rock. 
We're having a lot of trouble 
with a mean bunch of outlaws 
right now. There's Buffalo Bill, 
Billy the Kid and a host of other 
infamous names out to give me 
and the peaceful folk of Black 
Rock a tough time. 

Luckily I've got my trusty six- 
shooter and my faithful steed 
Nightshade to help me run 
these varmints outta town — 
but I'd like you along as parta 
my posse. Fancy cornin' along 
to help me clean up the town? 
Then grab this badge and pin it 
on your Spectrum boy... 

Take a whole lot of 
Nightshade, add a couple of 
"duck shoot" arcade bonus 
screens, spice them up with 
some nice Western graphics and 
you've got Gunfright. The idea 
is that as the sheriff of Black 
Rock you have to get rid of all 
the baddies inhabiting the town. 

The locals help you by 
pointing the way towards the 
particular baddie you're hunting 
as you patrol the streets in the 
guise of Sabreman in a stetson. 

Once you've found him you 
have a gunfight. The 3D style 
screen changes to a 2D heads 
up view of the baddie you've 
come across — with a cross 
hair sight. 

You have to move the cross 
hair and draw your gun in time 
to shoot your opponent down. 

Each time you wipe out a 
baddie you get a bounty. Cash 
which enables you to buy more 
bullets to go out hunting the 
next baddie. The price of bullets 
— like petrol — varies from time 
to time so you need all the cash 
you can get if you're to succeed 
in cleaning up the town. 


The townsfolk can be helpful 

— but they do tend to get in 
the way when you're hunting 
down the villains. Shoot an 
innocent bystander and you lose 
cash. Bump into one and you 
lose a life. 

The graphics are identical to 
Nightshade — except for a few 
Wild West touches to spice 
them up. Beside the main play 
area window a colourful wanted 
poster appears showing you the 
particular baddie you're looking 
for. 

Buffalo Bill is the first and 
he's pretty easy to gun down. 
After that you're on you own! 
Billy the Kid and the rest are 
pretty tough to kill and your 
TV could end up riddled with 
bullet holes. Sound effects 
aren't up to much though. 

Gunfright doesn't have the 
puzzles usually associated with 
an Ultimate arcade adventure — 
but it is unusually playable. I 
don't think it'll have the usual 
lasting appeal however. 

The packaging also includes a 
few hints and tips on game play 

— another first for Ultimate! 

At first I found it difficult to 

tell which were the baddies and 
which were the male inhabitants 
of the town. Then I worked out 
that the little men jumping up 
and down and pointing weren't 
going to shoot me down and 
were just showing me where 
the baddie was hiding out. Lots 
of bounty money was lost 
before I'd worked this out. 

Still, if you're after a souped- 
up version pf the ancient old 
Gunfight arcade game then this 
is for you. But all the frills and 
pretty graphics don't make the 
game worth nearly £10. 


• Graphics 8 

• Sound 5 

• Value 7 

• Playability 8 


OUTLAWS 


• Machine: CBM 64 

• Supplier: Ultimate 

• Price: £9.95 

What can you say about 
Outlaws? Nice, glossy 
packaging, slick artwork and an 
intriguing storyline printed on 
the cassette inlay. Well up to 
Ultimate's normal standards. 

But what about the game, I 
hear you cry, thumbing the 
hammer of your Colt 45 and 
pointing it in a mean manner at 
the reviews page. 

Okay, I give in and spill the 
beans but you'd better sit down 
first. Outlaws is really quite 
ordinary. 

But first the setting. A town 
lives under the shadow of an 
evil gang of outlaws. Nobody 
dares stand up to them. Months 
pass and then a man with no 
name and no past rides into 
town. It's the Lone Rider. 

Controlling the Lone Rider and 
his horse by joystick you must 


seek out the outlaws and 
revenge the town. 

Pushing the joystick left or 
right will cause the horse to 
move in that direction. Keeping 
it pressed will move the horse 
from a trot to a gallop. Pushing 
the stick forward will cause the 
horse to jump. Shooting is also 
easily controlled by the stick. 
The idea is to get the baddies 
before they get you. They will 
attack on horseback or when in 
town a seemingly innocent 
passer-by will sudenly draw a 
gun. Fast reaction will be 
needed to beat him to the draw. 

The graphics and sound are 
okay and the game is quite 
playable. But with Ultimate the 
hope is for something new and 
original and for them Outlaws is 
rather ordinary. 


• Graphics 7 

• Sound 7 

• Value 7 

• Playability 8 



► CONTINUED FROM PAGE 15 
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out — the computer takes over 
and you get a short animated 
sequence in which the item is 
used to your benefit. 

More fuel can be found inside 
the tomb. But DON'T move 
away from a screen once you've 
discovered some fuel. If you do, 
it won't be there when you get 
back. 

Thunderbirds is a game for 
the strategy minded games 
player. If you don't like solving 
puzzles and just want to zap 
things, then don't bother picking 
this up. If you like a challenge 
and have a few hours to spare, 
then grab a copy now. Very 
addictive, long lasting and fun. 


•Graphics 9 

•Sound 9 

•Value 9 

•Playability 9 


SUPERMAN 



• Machine: CBM 64 

• Supplier: Beyond 

• Price: £9.95 

Is it a bird? Is it a plane. No it's 
Superman and it's a little bit of 
a disappointment. 

The Man of Steel indulges in 


a trial of strength with one of 
his worst enemies, Darkseid, an 
evil tyrant who threatens the 
entire universe. 

The game starts off well with 
two great digitised pictures of 
Superman and Darkseid. But 
after that, the graphics are not 
so hot. 

The battle rages across a 
variety of screens ranging from 
the city streets of Metropolis to 
Darkseid's subterranean lairs. 
Superman must rescue the good 
citizens of Metropolis as they 
are captured by the super-villian 
and at the same time both use 
their superpowers to defeat 
each other. 

Darkseid uses his Omega 
Beam, a mysterious force 
generated from his eyes, to 
attack Superman and teleport 
his victims to his lair. Superman 
counters these powers with his 


super-breath, strength and 
ability to fly. 

The game can be played 
either by two people or one 
player controlling Superman 
against the computer. Victory is 
achieved by using up all your . 
opponents strength or once all 
the citizens have been captured 
or rescued, the player with the 
most wins. 

The best graphics appear on 
the intermediate screens 
between the six play levels. The 
3D effects of the Man of Steel 
flying are quite nice. But the 
main play screens tend to look 
a little flat. 


• Graphics 7 

• Sound 7 

• Value 7 

• Playability 7 


WILD 

• Machine: CBM 64 

• Supplier: Ariolasoft 

• Price: £9.95 casssette/£12.95 
disk 

Big Nose Bill and his gang of 
outlaws have captured Fort 
Snake. 

You must try to recapture it 
by making your way through a 
whole series of Wild West 
scenes, collecting various 
objects as you go. The action 
includes a bank robbery, a 
shoot-out with the local sheriff, 
a stagecoach ride and a rodeo 
and lasooing contest. 

Various pioneers, indians and 
cowboys also cross your path 
from time to time. 

All standard Wild West type 
ingredients, you're thinking. And 
you would be right. But a 
strange dimension is added to 
the game by three "sprites" 
which appear below the screen 
and give help and advice. For 
instance: "It's boring here, let's 
go," or "Examine skull" and 
"Take a Rest." 

It's up to you which piece of 
advice you take. The choices 
are disclosed by movements of 
the joystick and pressing the fire 
button chooses the desired one. 



Quite how these strange little 
creatures have turned up in the 
Wild West is not explained but 
they appear harmless enough. 
Wild West is graphically 


excellent. 

• Graphics 8 

• Sound 8 

• Value 8 

• Playability 9 



LAW OF THE WEST 


• Machine: CBM 64 

• Supplier: US Gold 

• Price: £9.95 

Gold Gulch is a tough Wild 
West town. All the Sheriff has 
to do is survive until sundown. 
But there are mean dudes 
around determined to fill him up 
with lead. 

And that means you have to 
think quick, talk fast and move 
your Colt 45 like greased 
lightning. 

We've only seen a preview of 
this game and it certainly looks 
like one to keep an eye out for. 

You have to converse with 
nearly a dozen of the town's 
most notable characters, for 
information or co-operation as 


you try you darndest to 
maintain law and order in Gold 
Gulch. 

They include the wise¬ 
cracking saloon owner, and 
various bad characters who talk 
with their guns. 

Your performance is judged 
after each game, regardless of 
whether you survive or end up 
in Boot Hill. 

And survival doesn't mean 
much if the bank gets robbed, 
the robbers get away, and you 
accidentally shoot the 
schoolmarm trying to stop 
them, m 

But be warned the program 
contains language that, say the 
makers, may be unsuitable for 
children! 






• CONTINUES ON PAGE 21 ► 












































Become a master of this mysterious ancient art: progress from 
novice to Tenth Dan and test your strength and discipline. You can 
control your character with either joystick or keyboard - 18 
different manoeuvres including blocks, flying kicks, leg sweeps, 
roundhouse and even somersaults! 

Challenge the computer, facing opponents of progressively 
greater skill, or compete with a friend. THE WAY OF THE EXPLODING 
FIST has it all - addictive competitive action, dazzling graphic 
animation and sound. The wait is over - you are about to face the 
challenge of a lifetime! “Spectacular, startlingly original epic, 
most televisual game I haye encountered.”- Daily Mail. 

“Quite simply the best program.” - Popular Computing Weekly 


UThe Way of the 
Exploding Fist is 
virtually beyond 
criticism - 
technically brilliant 
and visually 
absorbing, jj 

POPULAR COMPUTING WEEKLY 

^Melbourne House’s 
karate simulation explodes 
on to the Amstrad. This is a 
great arcade scoring game 
as well as wonderful family 
entertainment. 

In Way of the Exploding 
Fist, Melbourne House 
have scored a great hit. J J 

AMTIX 

U As a sports simulation, 
this is one of the finest and 
most realistic we have 
seen. As an arcade game, 
it’s addictive and pacy. It’s 
clearly destined for the 
top.jj 

SINCLAIR USER 

it I can’t tear myself away 
from this hit game, a karate 
contest called The Way of 
the Exploding Fist. JJ 

DAILY EXPRESS 

uThe graphics made my 
eyes pop out. Fantastic 
sound effects, state of the 
art animation and brilliant 
game play. One of those 
games that you can get out 
time and time again, jj 

ZZAP 

UBy far and away the best 
sports combat simulation 
available. Exploding Fist 
on the Spectrum is the best 

game. JJ CRASH 


AVAILABLE FOR THE C64 AND BBC ON 
DISK AT £14.95 AND ON CASSETTE 
FOR AMSTRAD, C64, AND BBC AT 
£9.95, SPECTRUM £8.95. 


hH 


THE HAYOF THE 



MELBOURNE HOUSE Hi 


Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF. 

Trade enquiries call OT 940 6064 

Available from selected branches nf whsmith WQOtWOKIH. i askvs RumhglowsJ 

Spectrum Shops, and all good software dealers 
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MERCENARY 

• Machine: Atari/CBM 64 

• Supplier: Novagen 

• Price: £9.99 cassette/£12.95 
disk 

The wait is over Mercenary is 
here at last. And well worth the 
wait it is. 

If you loved the graphics of 
Elite and also like flight 
simulations all wrapped up with 
a spot of zapping and puzzles, 
this is the game for you. 

You play the role of a 21st 
Century mercenary who crash 
lands on the planet Tharg and 
must use his brains to survive in 
this strife-torn world. 

To help in this difficult task, 
Benson, a ninth generation 
computer helps you with a 
series of scrolling messages, 
relays messages and status 
reports. 

The opposing factions on 
Tharg are the Players and the 
Mechanoids. 

Keeping alive on Tharg will be 
hard enough in this hostile 
environment but the ultimate 
aim is to find a craft and escape 
the planet. 

There are also various flying 
and ground based craft to be 
used and also a vast 
subterranean complex to be 
explored. 

With excellent graphics, 
challenging game play, 

Mercenary is a game to look 
out for. 



ZORRO 

• Machine: CBM 64 

• Supplier: US Gold 

• Price: £9.95 cassette/£14.95 


Old film legends don't die — 
they just resurface as computer 
games. Such is the fate of that 
masked master of swordplay 
Zorro. And a sade fate it is. 

Graphically this rather 
standard platform game is not 


over impressive. Zorro himself 
appears as a black silhouette 
with no features at all. Sad that 
the man of mystery has become 
just a black, jerky blob. The rest 
of the animation is up to — or 
rather down to — the same 
standard. 

The music is allright but 
nothing spectacular. 


OLYMPIC DECATHLON 


• Graphics 

• Sound 

• Value 

• Playability 
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• Machine: BBC 

• Supplier: Alligata Software 

• Price: £9.95 

Now you too can follow in the 
steps of Daley Thompson without 
ever leaving the comfort of your 
own home. 

Olympic Decathlon, which 
comes on disk, allows you to try 
your hand at all ten Decathlon 
events: 100m, 400m, 1500m, long 
jump, shot put, javelin, hurdles, 
discuss, pole vault and high jump. 
There is a choice of joystick or 
keyboard control. 

If you opt for the keyboard, you 
must select keys to control your 
left foot, right foot, and a 
throw/jump key. You compete in all 
the events using a combination of 
these three movements. Hurdling, 
long jump and high jump involves 
running and jumping, for example, 
the javelin means running and 
throwing, and so on. 

You can also choose whether to 
practice each event individually, or 
take part in a full marathon. I 
strongly advise that you practice, 


because the technique in some of 
the events is hard to master, if not 
downright obscure. In each event 
you are told the qualifying time or 
distance, your own score, and 
whether or not you have qualified. 

If you are very lucky, you may 
set a new world record. I set a 
world record in the javelin, and 
failed everything else. 

It's an ingenious idea, but 
disappointing and sometimes 
tedious to play. Running in 
particular is wearying, the aim 
being to move your athlete's two 
feet as quickly as possible. There 
doesn't always seem to be much 
skill involved in achieving a high 
score, although in most of the 
events you can improve through 
practice. 

But the graphics are good, and 
if you don't like to be beaten by a 
game, there's a lot of challenge. 


• Graphics 

• Sound 

• Value 

1 Playability 


► CONTINUED FROM PAGE 18 
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The total postal software 
service! 

Post Haste is part of GB Microland, the 
South of England’s unique computer shop. 
Thousands of software titles. Lots of 
experience. The place that gave new 
meaning to the word “friendly”. But not 
everyone lives nearby. So Post Haste 
Software was bom. To bring the best to your 
door. With top service. Here’s how. 

No “Club” to join, no “subscription” to pay. You 
come in our shop for free. Why pay to buy by 
mail? 

Unique “ double-your-money " voucher with 
the 40-page catalogue. Check the box in this 
advertisement! 

Software for other computers? No problem. QL, 
Apple and IBM. Ask for lists. Post Haste has the 
lot! 

Postage free in the UK. Europe? Add 95p. 
Elsewhere? Add £2.50. For the whole order, 
not each program. 

Everything mailed in special cartons. No used 
boxes or padded bags. Who needs squashed 
software? 

Order by post or phone, day or night. Check the 
coupon for details. Then relax. It’s fast! 

Pay by cheque, bank draft, PO, Access, Visa, 
Mastercard, Eurocard. Post Haste is convenient! 

ALREADY SEEN SOMETHING YOU 
WANT ON THIS PAGE? GO RIGHT 
AHEAD AND ORDER NOW! 

Use the coupon or write on your own paper. Be 
sure to include all the details from the coupon. 
Cross cheques and POs for safety. Your software 
will be on its way by return. So will your 
catalogue. And your unique “double-your- 
money” voucher! 

SWORDS & SORCERY (P.S.S.) 

18 months in the making, it’s here at last! 
The supreme role-playing Dungeons & 
Dragons game, based on the newly- 
developed MIDAS adventure system, which 
will lead to other adventures and extensions 
to Swords & Sorcery itself. 

“It’s very difficult to do this game justice in a 
few words — the sheer size and depth defy 
labelling. An impressive piece of software 
indeed. ” — Crash. 

Spectrum (C) £9.95 

YIE AR RUNG FU/(Imagine/ 
Konami) 

At last! One of the biggest programs of the year! The 
current arcade hit brought into your own home, with 
all the dazzling action you’d expect! Fight your way 
through screen after screen! A smash-hit if ever there 
was one! 

“ Konami’s arcade hit brought home. Just Great!” - 
Games. 

Amstrad [C] £8.95 Comm 64 [C] £8.95 

Spectrum [C] £7.95 


ADVENTURERS! SPECIAL 
EXTRA SECTION! 

There are dozen* of adventure* in the Post 
Haste catalogue from virtually every major 
producer. Just about all the superb Infocom 
range is there and many others tool 

And Post Haste carries the full range of 
Infocom Invisiclues, plus hint and guide books 
to many other adventures tool 
Answers to the problems that keep you awake 
at night? The catalogue lists them all! 


MERCENARY/(Novagen) 

The wait’s been worth it! Another total winner! 
Incredible 3-D vector graphics, changing with 
amazing speed. And the game’s different each time 
you play! You’ll really feel as if you’re flying above 
the planet Targ! Believe us! 

“We couldn’t believe the speed. Smashing!” - 
Zzap 64. 

Comm 64 [C] £9.95 Comm 64 [D] £12.95 

Atari [C] £9.95 Atari [D] £12.95 


POST HASTE IS BEATEN! 

The sheer volume of new releases just 
can’t be described in this advertisement! 
But, of course, as the premier mail-order 
service, we’ve got them all in stock! Or, 
fi they’re about to be released they’re 
here within hours and on their way 
within minutes. Fight Night, Rambo, 
Commando, Goonies, Tomahawk, Lord 
of the Rings, Zoids and many, many 
more! 


ROCK ’N’ WRESTLE 
(Melbourne) 

The eagerly awaited fighjt sequel to the 
record-breaking “Way of the Exploding 
Fist”. All the action you’d expect and a lot 
you won’t believe! One or two players, 10 
possible opponents, over 25 joystick moves, 
astonishing graphics, unbelievable animation. 
It’s the sequel everyone wanted! 

Spectrum £8.95 
Amstrad (C) £9.95 
C64/128 (C) £9.95 


THE POST HASTE 
CATALOGUE 

The Post Haste catalogue is just 90p with a 
unique “double-your-money” voucher 
tucked inside! Yes . the Post Haste catalogue 
contains a £1.80 voucher to use for your first 
order! How’s that for value? 

You get 40 big pages crammed with over 
100 program descriptions. Recreation, 
utility, strategy, adventure, arcade - they’re 
all there! And so is your £1.80 “double-your- 
money” voucher! 

Pack pictures, screen shots, review quotes, 
and much more. Programs for five micros: 
Amstrad. Atari. BBC, Commodore 64/128 
and Spectrum. You're spoilt for choice with 
Post Haste! 

And your catalogue is the gateway to a huge 
program range from Post Haste, over 4,000 
titles spanning 10 major micros! Where else 
is there such a choice? 


WINTER GAMES 
(Epyx/US Gold) 

The success of Summer Games and then Summer 
Games II is now legendary but until you’ve seen 
and played “Winter Games” you ain’t seen nothing 
yet! Six stunning winter sports simulations to learn 
and master as you go for gold. An absolutely 
brilliant program playable by all the family at once! 
Bob-sled, ski jump, figure skating, and more! 
“Extraordinary graphics, incredibly skilled 
programming, immensely playable, totally 
absorbing. An absolute winner all the way!" - 
Computer Games. 

C64/128 [D] £14.95 C64/128 [C] £9.95 


THE POST HASTE 
SERVICE 

We can supply any program you’ve seen 
advertised. If it’s released, you’ll usually 
get it by return. If it’s not, you’ll get it faster 
when it does come out. Simply order it 
and sit back. And here's our promise: 
well never cash your cheque or 
charge your credit card until a 
program is packed and ready to mail. 
That’s Post Haste service! 


LITTLE COMPUTER 
PEOPLE DISCOVERY 
KIT (Activision) 

This has to be the most unusual program of the 
decade. You’ll have your very own Little 
Computer Person. He’ll live in your computer in a 
three floor house. You’ll feed him, talk to him, play 
games with him, and be part of his life. He’ll 
certainly be part of yours! In fact, he’ll probably 
take it over. We promise you this will be the most 
astonishing and irresistible creation you’ve ever 
loaded in your computer and you’ll feel awful 
when you turn it (him?) off! This is not, incidentally, 
a game! 

“Animation of the Pet Person is incredibly lifelike. 
A stunning advance in computer entertainment. 
97% overall rating!” - Zzap. 

C64/128 ID] £14.99 C64/128 fC] £9.99 



Phene Orders (24 hrs) 
(0705)269333 


TO GET YOUR CATALOGUE WITH THE 
“DOUBLE-YOUR-MONEY” VOUCHER, 
OR TO ORDER SOFTWARE, 

USE THIS COUPON! 

* Send your catalogue. I’ve enclosed 90p. 
Don’t forget my £1.80 “Double-Your- 
Money” voucher for me to use with my 
first order! 

* I want to order software right away and 
the details are below. I want the 
catalogue too so I’ve added 90p. 

Don’t forget my £1.80 “Double-Your- 
Money” voucher! 

My name is: . 


My address is: 


Post code . 


My computer is: . 

Can we contact you by phone if there’s a 
query? 


STD/Exchange.Number. 

IF YOU’RE ORDERING SOFTWARE, 
PLEASE PRINT DETAILS OF THE 
PROGRAMS YOU WANT! 


PROGRAM NAME 


PRICE 


Catalogue with £1.80 voucher Add £0.90 
Postage is totally free in the UK Add £0.00 

Europe postage for whole order Add £0.95 

Airmail elsewhere for whole order Add £2.50 
TOTAL AMOUNT ENCLOSED £ 


PAYING BY CHEQUE OR POSTAL ORDER? 

Please make it payable to Post Haste Software 
and cross it for safety’s sake! 

CHARGING IT TO YOUR VISA, ACCESS, 
MASTERCARD, EUROCARD? 

May we have your card number, expiry 
date and signature? 


I I I I 1 11 I I I I I I IT 


Expiry date- 


_ Signature - 


Now mail your order to 

POST HASTE SOFTWARE 
GB MICROLAND, 7 QUEENS PARADE 
LONDON ROAD, WATERLOOVILLE 
HAMPSHIRE P07 7EB, UNITED KINGDOM 
| Or phone (24 hours) 0705 269333 




















































► CONTINUED FROM PAGE 21 
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map to move to the sector 
inhabited by a droid — 
represented by a flashing square 
— make contact with it. Then 
it's onto the scrolling chase 
scene. 

Your craft lands and a large 
white figure gets out. That's 
your bounty hunter. He has to 
chase along the city streets 
packed with awkward 
pedestrians to gun down the 
droid. Running into pedestrians 
and killing them is a crime 
"pedestricide" would you 
believe! You'll be penalised for 
committing it. You have to 
dodge the crowds — but don't 
stay in the road too long 
otherwise you'll get run down 
by a speeding C5! 

The graphics are pretty crude. 
Although the white running 
figures in the street section of 
the game are quite effective. 

The backgrounds in this part of 
the game are nice too. 

Not a great follow up to the 
epic Tau Ceti for CRL and a 
waste of a good idea. 

Maybe Blade Runner would 
work as a budget product — 
but at nearly £9 you can spend 
it wisely elsewhere. 


• Graphics 6 

• Sound 9 

• Value 6 

• Playability 6 


REUIEWS 


HARRIER 

FORCE 

STRIKE 

•Machine: BBC 
•Supplier: Mirrorsoft 
•Price: £9.95 (tape) 

£12.95 (disk) 

At last, your chance to take 
that amazing British invention, 
the Harrier jump jet, up for a 
spin, and a bit of in-flight 
mayhem if you're feeling 
aggressive. 

Not that I made much use of 
the opportunity — on my first 
four flights I crashed within ten 
seconds. I begin to see why it 
takes a small fortune and 
goodness knows how long to 
train a Harrier pilot. 

This is a superb simulation, 
developed with the help of 
British Aerospace who, 
presumably, vouch for its 
accuracy. 

You are offered a choice of 
game type (practice or combat) 
and skill level (pilot, commander 
and ace). 

The graphics are more than 
adequate. The display takes the 
form of the view from the 
cockpit, with ground/horizon/sky 
instruments and indicators much 
where you would expect to find 
them. You can operate the game 
entirely from the keyboard, or 
via a combination of joystick 
and keyboard, and I strongly 
advise the joystick. 

You get a 'flight manual' with 
the game, which tells you about 
the Harrier, gives you hints on 
how to fly it, and describes the 
mission you're supposed to 
carry out when you can actually 
stay in the air. 

The mission involves 
destroying an enemy HQ 500 
miles away, but first — you 
have to destroy -the enemy 
tanks menacing your own 
ground sites. It might take somei 
time before you establish an 
operational area free of enemy 
tanks — a map grid is supplied 
so you can keep track of where 
you are in relation to enemy 
HQ. 

The really tricky part comes 
when you're forced to join 
battle with enemy aircraft. This 
is where you really need to 
understand the capabilities of 
the Harrier and the classic 
defence and attack techniques. 

A classy, polished and highly 
addictive simulation, this is a 
game to keep. 


•Graphics 9 

•Sound 8 

•Value 10 

•Playability 10 


BLADE RUNNER 


• Machine: CBM 64 

• Supplier: CRL 

• Price: £8.95 

Terrific music. Shame about the 
game. That just about sums up 
CRL's brave attempt to turn the 
classic Blade Runner movie into 
a computer game. 

Which probably explains why 
they call the game an 
"interpretation of the film score 
by Vangelis"!? Licence, what 
licence? 

Anyway what you get once 


the game has loaded is a 
Ghostbusters-sty\e game. The 
basic idea is to track down rebel 
replidroids in your hover-car and 
terminate them. 

Like Ghostbusters you get a 
plan view of the city to move 
your bounty hunter's craft 
around on — except this has 
more than one screen area to 
move around on. You also see a 
large scale "map" for the rest 
of the city which indicates just 
where the replidroids are hiding 
out. 

You must use the large scale 






























•Graphics 

•Sound 

•Value 

•Playability 
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• Sound 
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• Playability 



Graphics 

Sound 

Value 

Playability 


SABRE WOLF 

• Machine: CBM 64 

• Supplier: Ultimate/Firebird 

• Price: £9.95 

If we waited a long time for 
Underwurlde to make it onto 
the Commodore, then it's been 
an eternity waiting for the 
excellent Sabre Wulf. Again it's 
worth it. 

The Ultimate format is very 
familiar by now and does not 
detract from the game at all. 

And time doesn't dull the 
surprise at the quality of the 
graphics and the immense size 
of the game. 

The idea, once again, is to 
escape from the seemingly 
neverending jungle. On the way 
you must collect the four pieces 
of an amulet scattered 
throughout the game. As the 
pieces are collected more and 
more jungle beasts appear 
making life more than a little 
dangerous. 

A map is essential if you are 
to conquer the game, otherwise 
you'll become hopelessly lost. 

Sabre Wulf is a classic game. 
Buy it. Enjoy it, and tell your 
friends. 



UNDERWURLDE 


• Machine: CBM 64 

• Supplier: Ultimate/Firebird 

• Price: £9.95 

When C+VG reviewed the 
Spectrum version of this 
Ultimate classic we noted that it 
had been a long time coming 
but was well worth waiting for. 
That review appeared in the 
January 1985 issue. One year 
on and the Commodore version 
has appeared. Was it worth the 
wait this time? The answer is 
yes. 

Underwurlde is well up to the 
standard expected of an 
Ultimate game. 

The look and the layout of 
the game is very similar to the 
Spectrum version. Your score is 
shown at the top of each 
screen together with how deep 
you ar§ in the Underwurlde. 

The idea of the game is to 
escape from the Underwurlde 
by climbing through various 
levels, using the objects 
scattered around the many 
screens and avoid the multitude 
of perils. 

Underwurlde is excellent fun 
and great value. Firebird has 
done a good job with the 
conversion. 






























for 

Spectrum 48k, CBM 6^8, All Amstrads, All 
48k Atari's, Atari ST, BBC B, MSX 

All tapes at 7.50 

AmstracL CBM 64/128, All 48k Ataris 
GAMES ON DISK 
ri ST (Disk only) 

SYSTEM 3 SOFTWARE SOUTHBANK HOUSE BLACK PRINCE ROAD LONDON SE1 7SJ 

TELEPHONE- 01-7OT 8171 TELEX: 295555 LSPG 
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If you accept this mission, then you will 
have to battle with the elements and 
overcome the many natural hazards that 
await you on Spy Island. Real time 
animation, seven levels of difficulty, full 
scrolling screens. Simul vision (TM) 
Simul play (TM)/2 players can play at 


ion stop action strategy game 
available now for your Atari 
lor 2 players option. 
Cassette £9.95. Disc £14.95. 
Available from all good computer 
software stores, or post free from 
Databyte, Suite 31 A, Grove Terrace 


the same time, shark attacks, quick sand, Highgate Road, London NW51FL. 
punji stakes, snare pits, fire bombs, Telephone 01-4821755 

napalm and sword fights etc. Spy vsSpy II The Island Caper is a trademark of Firet Star Inc. 

uj ,i. . , , , i, Spy vs Spy is a trademark of E.C. Publications Inc, Both used 

Make this your toughest challenge SO with permission. Distributed by Databyte under licence from 

far. The most challenging, most exciting, ^ rlnc &wbu6onanansedbytae, ™ ,ionalCtm P“ ,er 

FOR ALL ATARI COMPUTERS: 400/800/XL/XE WITH MIN48K 
RAM 
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Atari is a trade mark of Atari Corporation 
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Power to your palette 

The Graphic Art Department is the most powerful, most versatile graphics design program 
available forthe Atari Home Computers. It's simplicity of use make it a joy for people of all 
ages to paint with. It has more than 30different commands to choose from. An incredible 128 
different colours can be used in anyone picture. A three stage Zoom feature allows one the 
ability todo very detailed and intricate work. 

Otherfeatures include: the useof text inyourpictures,40different brush patterns, a brush 
editorto create your own brush patterns, charactereditor.circledraw. brush speed control. 

mirrorand you can even obtain a printout of your pictures. These are just a few of the many 
fine features to be found in the GAD. Askyourdealer fora demonstration now. Disc: £29.95 
































5.95 n 2. Quick Shot II 



SEND ORDER TO 

FREEPOST, 
UNITSOFT 
MADEIRA HOUSE, 

31 OSWALD STREET, 
GLASGOW G1 4QRT 


























CBM64/128 


The cunning Desert Fox, the wily Rommel, is on the rampage, sweeping face conflict with his ground and air attacks. Be as wise and as cautious as 

across the desert sands, laying low the allied forces and swarming the most battle hardened general in planning your strategy and calculating 

through allied territory. It is on your shoulders Lone Wolf, to halt the your tactics to rescue your supply depots. In short Lone Wolf, if you fail in 

progress of this awesome foe and rescue the North Africa campaign from your destiny as the complete warrior, the final conflict — a head to head 

his grasp. Step forward with the courage of a fearless leader in face to tank duel with the mighty Desert fox himself — will be your last. 

REALISTIC VOICE SIMULATION 

Listen in on enemy radio messages, plan your tactics to combat their manoeuvres. 


Stuka attack: Keep a close eye 
on your radar, an early warning 
will give you some chance against 
the enemy stuka attacks 


Convoy: Protect your convoys 
from aerial bombardment at all 
costs, without their supplies your 
depots will fall. But in your 
eagerness watch out for the allied 
Spitfires. 


Map: Be wise in your campaign 
strategy, protect those depots in 
danger from enemy forces, rally 
your firepower to it's most 
destructive effect. 


Ambush:The valley is 
infested with enemy forces 
but no matter reach the other 
side you must. Good luck and 
happy shooting. 


U.S. Gold Limited, Unit 10, Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 8881 























J R SOFTWARE 

5 Brookes Court Baldwin Gardens London E C1 


Telephone: 01-242 5409 



All orders despatched immediately* 



JR 


JR 


JR 

SPECTRUM 

Price 

COM. 64 

Price 

AMSTRAD 

Price 

BATTLE FOR PLANETS 

7.40 

NIGHT SHADE 

7.40 

"V" 

6.60 

SIR FRED 

7.40 

OUTLAWS 

7.40 

STREET HAWK 

6.60 

3 WEEKS IN PARADISE 

7.40 

DRAGON SKULLE 

7.40 

KNIGHT 

6.60 

KING FUN 

5.40 

RAMBO 

6.60 

SPITFIRE 40 

7.40 

INT. KARATE 

4.75 

NEVER ENDING STORY 

7.40 

SKYF0X 

6.60 

SHAD. OF THE UNICORN 11.30 

MONTY ON THE RUN 

7.40 

TAU CETI 

7.40 

SABOTEUR 

6.60 

UNDER WURL0E 

7.40 

WHO DARES WINS 

6.60 

CRITICAL MASS 

5.95 

RACING DEST. SET 

9.60 

ELITE 

11.30 

WS BASKETBALL 

5.95 

MERCENARY 

7.40 

WORM IN PARADISE 

7.40 

SUPERBOWL 

5.95 

STAR EVENTS 

6.60 

B0ULDERDASH 

7.40 

WORM IN PARADISE 

7.40 

FRIDAY 13th 

6.60 

DYNAMITE DAN 

7.40 

FRIDAY 13th 

6.60 

WORM IN PARADISE 

7.40 

FRIDAY 13th 

6.60 

RAMBO 

5.95 

COMP PEOPLE 

7.40 



ELITE 

11.30 

B.MAC BOXING 

7.40 



COMMANDO 

5.95 

EVIL CROWN 

7.40 

ATARI 


TAU CETI 

7.40 

OUTLAWS 

7.40 

SMASH HIT 4 

6.60 

EXPLODING.FIST 

6.60 

THE FORCE 

7.40 

ELECTRA GLIDE 

6.60 

SUPERTEST 

5.20 

GERRY THE GEN. 

5.95 

REALM OF IMPOSS. (D) 

9.60 

EVIL CROWN 

7.40 

SCALELECTRIC 

12.95 

JUMP JET 

6.60 

THE FORCE 

7.40 

BLADE RUNNER 

6.60 

FIGHTER PILOT 

7.40 

ARENA 

7.40 

REVS 

11.25 



CYBERUN 

7.40 

"Z" 

7.40 



GUN FIGHT 

7.40 

SUPERMAN 

7.40 

MSX 


SUPERMAN 

7.40 

ENIGMA FORCE 

7.40 

KNOCK OUT 

5.95 

LORD OF THE RINGS 

11.75 

STAR 101V 

7.40 

SKY JAGUAR 

11.00 

BACK TO SKOOL 

5.15 

COMMANDO 

7.40 

HYPER RALLY 

11.00 

NOW GAMES II 

6.60 

ELECTRA GLIDE 

6.60 

PING PONG 

11.00 

PANZADROME 

5.95 

G00NIES 

7.40 

ROAD FIGHTER 

11.00 

SWEEVO'S WORLD 

5.95 

ZORRO 

7.40 

TENNIS 

11.00 

SKY FOX 

6.60 

Z0IDS 

6.60 

YIE AR KUNG FUII 

11.00 

INT. RUGBY 

5.95 

NEXUS 

7.45 

HYPER SPORT III 

11.00 

ENIGMA FORCE 

7.45 

MUGSY'S REVENGE 

6.60 



BOUNCE 

7.45 

SPELLUM KARS 

7.45 



BLADE RUNNER 

6.60 

URANIUM 

6.60 

C16 


THINK 

5.95 

SPACED OUT 

6.60 

KARATE KID 

5.20 

REALM OF IMPOSS. 

6.60 

CAUSE OF CHAOS 

6.60 

TAI BOXING 

4.45 

SPITFIRE 40 

7.45 

"V" 

6.60 

WORLD SRS BASEBALL 

5.20 

"V" 

5.95 

STREET HAWK 

6.60 

CLASSICS 

5.95 

STREET HAWK 

5.95 

COMIC BAKERY 

6.60 

AIR WOLFE 

5.95 

KNIGHT RIDER 

5.95 

BOUNDER 

7.45 

STAR EVENTS 

5.95 

SURF CHAMP 

8.50 





Special offer: 

Comp Pro Joystick £13.50. Konix Speed King £9.50. 



Both joysticks have one year guarantee. 

* If game released. 


Send s.a.e. for list, stating which micro. Any cheques/POs to the following address: 


J R SOFTWARE, Dept. CVG2, 5 BROOKES COURT, BALDWIN GARDENS, LONDON EC1 
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You’ll know he’s the real McCoy once 
you’ve sampled an Atomic Drop. 


iROCnM 

WRESTLE 




For less than the price of one game 



You could get your hands on over 500 great titles! 


Please tick the appropriate box: 

Please send me more details about the Matrix Club □ 

Please enrol me as a Matrix member. I enclose a cheque for £6 made payable to 
Melrica Agencies □ 

My interest is: Spectrum □ Commodore □ Amstrad □ Pop videos □ 


1 (not to mention pop videos) 


Name 


Address 


u 


Post to: Matrix Membership, 271 Stansted Road, Bishops Stortford, Herts. 


j 


With top titles costing anything from £7 upwards to buy, renting 
your software from the Matrix Club makes very good sense. 

Our once only enrolment fee of £6 gives you access to over 500 
titles on the Spectrum, Commodore and Amstrad systems including 
all your latest favourites. 

Added to that is the opportunity to hire top pop videos at similar 
low rates, and using the same fast, easy to 
operate system. 

Use the coupon on the left to receive 
full details of membership with no 
obligation or enrol right now to get a 
weeks free hire of one of our classic titles. 


MATRIX 


S O F T W A R 
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ROLLER COASTER 

• Machine; SpectrumiAmstrad/ 

CBM 64 

• Supplier: Elite 

• Price: £6.95 (Spec) £7.95 
(CBM 64) £8.95 (Amstrad) 

Roll up, roll up! Take your places 
please for a fun packed journey 
around a theme park. Ride the 
weird ghost train, speed down 
the water-chute in a hollowed 
out log, brave the dangers of 
the big wheel — and finally try 
out the stomach churning Roller 
Coaster itself! 

Now, here's a new twist on 
the platform format. All the 
rides work as they would in real 
nte. 

The object of the game is to 
explore the fairground and 
discover bags of gold which are 
dotted around on the many 
rides. You may have to risk life 
and limb to get them. 

You begin the game with five 
lives — you lose a life if you fall 
off something, get hit by 
something or simply run out of 
"lifeforce". 

The graphics are extremely 
colourful — similar to Monty 
and JSWbut with extra added 
pizazz! Sixty screens worth of 
Dizazz to be exart. 

Ride the Holler Coaster just 
once and you won't want to get 
off for a long, long time. 


• Graphics 8 

• Sound 7 

• Value 9 

• Playability 9 


• Machine: CBM 64 

• Supplier: Mastertronic 

• Price: £2.95 

Great sound — shame about 
the game! This release in 
Mastertronic's new M.A.D. range 
features some absolutely 
brilliant sounds from ace 
composer Rob Hubbard and 
some pretty graphics from 
programmer Dave Darling. But 
game play doesn't match up to 
the frills. 

The basic theme of the game 


THE LAST V8 


is this. The year is 2008, the 
world has suffered a global 
nuclear war and a global nuclear 
winter. You survived both as 
you were working on a secret 
project deep within a bunker — 
that special project was The 
Last V8. This is a real super-car, 
shielded from radiation, 
computerised and powerful. 

And you are going to use it to 
attempt to contact the remnants 
of mankind left on earth after 
the holocaust. But there is still 
danger on the surface. 


Unexploded nuke-warheads 
which detonate from time to 
time. Fortunately your car warns 
you of an imminent blast and 
you must dash for safety inside 
a shielded bunker before it goes 
off. You have to dash from 
shelter to shelter in a bid to 
discover the survivors. 

Your V8 is difficult to control. 
You'll find yourself skidding off 
the road and into the landscape 
at every available opportunity 
when you first load the game. 
Practice might just make you a 
better driver — should you wish 
to persevere with the game. . . 

The roads you must travel 
twist and turn with alarming 
regularity — but there are some 
short cuts — across the nicely 
drawn landscape. 

The voice synthesis feature at 
the start of each game is simply 
annoying after a couple of 
listens! And you can't turn it 
off. . . 

V8 is a nicely presented 
program — but without much 
substance. 


► CONTINUED FROM PAGE 24 
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• Machine: CBM 84 

• Supplier: Rhino 

• Price: £9.95 

There's always room for another 
good shoot 'em up and Z — 
pronounced Zee — is just that 
The idea of the game is 
pretty simple Blast all the 
aliens, capture energy bombs, 
zap force barriers surrounding 
the Transporter Units until 
you've got a big enough hole to 
guide your ship through and 
warp to the next sector where 
it all begins again. 

The game takes place on a 
planet with a computer 
controlled defence system. The 
system has malfunctioned and 
now the computer can't tell the 
difference between friend or foe 

— so it attacks everyone! 

Only a starfighter as 

experienced as Z — that's you 

— can destroy the system 
before things really get out of 
control. 

The game features multi¬ 
directional wrap around scrolling 
screens with some stylish 


arcade game style backgro 
Some sectors have a lunar 
backdrop, others a Paradn 
style city sea pa Defencelthips | 
come in many different forms 
and are all extremely deadly. 

Some craft, like the Big 
Mothers you'll find on level 
three, need to be hit several 
times before they disintegrata 
The Control Ship at the end of 
each game has to be blasted by 
energy bombs — five in all — 
before it can be destroyed. 

The energy bombs are carried 
by special craft which you have 
to blast to release the bomb 
capsula Chase the capsule to 
pick up the bomb. 

The ship features inertial 
control — which means you 
have to be nifty to fly it and 
(■jun. It has twin laser cannon 
which make blasting a bit easier 
and a central bomb chute to 
launch those energy bombs. 

Z comes from Chris Butler, 
the programmer who brought 
you Hypercircuit which became 
something of a cult game 
among 64 owners. Z should do 
just the same. It's fast, furious 
and lots of fun. 

Don't miss this extremely 
attractive, truly addictive zap-to- 
kill extravaganza. 

• Graphics 9 

• Sound 8 

• Value 8 

• Playability 9 


CONTINUES ON PAGE 32 ► 


• Machine: CBM 64 

• Supplier: Cascade Games 

• Price: £9.95 


There are flight simulations and 
there are flight simulations. And 
then there's Ace. 

Digital Integration's Fighter 
Pilot has been widely 
acknowledged as the best of 
the bunch but that accolade 
must now go to Ace. 

Not that there is anything 
stunningly new about the game, 
it's just incredibly well 
presented. 

There is a wide choice of 
battle conditions. Combat can 
take place during the day or 
night, winter or summer, 
r Using a map to locate the 
enemy, you can chase and 
engage them on land, in the air 
or at sea. 

The screen layout is fairly 
clear and easy to understand. 
The top half is taken up with 
the view from the cockpit, the 
bottom half with instruments. 

Congratulations to Cascade 
on a good game. 


• Graphics 8 

• Sound 8 

• Value 9 

• Playability 9 


GEOFF CAPES STRONGMAN 


• Machine: Amstrad 
| • Supplier: Martech 

• Price: £8.95 

| What are you — man or 
| mouse? That's the opening 
| challenge from Martech. Well, 
lext to Geoff Capes that's not 
| an easy thing to answer. 

Anyway, generally squeaking, 

| we're a tough, rough lot at 
C+VG, ready to rise to any 
| challenge. 

Geoff Capes Strongman is a 
| simulation game with an added 
dimension. Instead of just 
undertaking the various tasks, 

I you also have to train for them. 

Poor old Geoff's body has 
1 been split into eight bits, 
represented by "muscle icons". 
Only his head is missing. Is that 
significant, we wonder? Brawn 
1 without brain? 

Each muscle contains a gauge 
I to show how fit it is and how 
much energy is available. 
Different events require different 
muscles so while training for 
the six events you must prepare 
I the right muscles. 

If during any of the events 
I the energy gauge hit zero, Geoff 
I collapses. 


The six events Geoff must 
compete in to win the 
Strongman title are the truck 
pull, log chop, barrel loading, car 
roll, fairground bell and sumo 
wrestling. 

Between each event there is a 
short rest period which you can 
re-distribute remaining muscle 
energy. 

Geoff Capes Strongman is a 
good simulation, lifted above 
many of its rivals by the need 


to actually think about the 
strategy behind the play. Good 
fun. 

The game is also available on 
Spectrum, CBM 64, BBC B, 
Electron, MSX and Atari. 

• Graphics 8 

• Sound 7 

• Value 8 

• Playability 8 
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Machine: Spectrum 
Supplier: CRL 
Price: £7.95 

From the programmers who 
brought you CRL's popular 
Formula One team-manager 
simulation comes Endurance 
Racing — which does the same 
thing for long distance 
motorcycling racing. 

You have to look after a team 
or teams of racing bikes out to 
win the World Endurance Racing 
Championship. You control the 
preparation of the team, the 
selection of riders, the turning 
of the machines — and must 
also oversee the pit work for 
the team during these all 
important championship races. 

Endurance motorcycle racing 
is a team effort. Success 
depends as much on the 
maintenance of the bikes 
during many pit stops as on 
racing ability of riders. 

A crash may not be terminal. 

If your rider can ride or push 
the bike back to the pits, repairs 
can be carried out and lost time 
made up. 

Authentic team names and 
riders are already stored in the 
computer but these can be 
changed. You can customise 
you own team, selecting your 


team name, bike tyj: 
numbers and rider ne 

Each bike must be pre 
for the race. The engine or 
chassis characteristics are 
adjustable and you must 
your own decisions in line with 
the level of play. A bar-graph 
will increase showing an 
increase of power, m.p.g. etc. 

Throughout the race the first 
six bikes are displayed on the 
score-board and the order of the 
first sixteen bikes are shown 
from left to right in front of the 
grandstand. 

The team name of the leader 
and distance he had covered are 
also displayed. If your bike 
number turns red it shows that 
something is wrong. 

During the race, instruction 
can be given to your riders by 
pressing the select keys and 
entering the bike number. All 
riders start off riding normally 
but they can be instructed to 
take things easy, if protecting a 
good lead or ride as fast as 
possible. 
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• Machine: Spectrum 

• Supplier: New Concepts 

• Price: £11.95 

Irish software house New 
Concepts are out to make 
waves with Surf Champ and its 
revolutionary surfboard-shaped 
keyboard overlay. 

By applying pressure to the 
surfboard, which sits on the 
Spectrum's G key, real-life 
surfing moves can be 
performed. New Concepts say 
this is the ultimate sports 
simulation. 

Before being able to ride the 



ECTRO 




• Machine: Spectrum 

• Supplier: Insight 

• Price: £7.95 

Hang on a minute! Everything's 
moving too fast! Just let me 
catch my breath a second and I 
might be able to write this 
review . . . 

This is the second game 
we've seen which is based 
around themes from that terrific 
Disney movie Tron. 

You and your Spectrum have 
been transported to a maze like 
complex where lurks the deadly 
ROM Robot. You must find your 
way around the matrix, zapping 
tanks and randomisers — those 
awesome two-legged space¬ 
craft featured in the Tron movie 
— in order to find your way to 
the Central Complex and the 
ROM Robot. 

The many corridors of the 
complex will have you baffled 
unless you call up the map 
which overlays the main playing 
screen. So if you're REALLY 
clever you can leave the map up 
and see what's going on 
outside. Not really advisable for 
beginners however as you'll find 
the game SO fast that you're 
going to need your wits about 
you. 

At first you'll find yourself 
bouncing off the walls and 
attempting to make fast turns. 
Practice makes perfect — but 



then you'll have to work out 
how to take out the tanks and 
Randomisers. 

Fortunately the loading 
sequence includes scrolling 
instructions — the bad news is 
that you can't call up these 
instructions during play. 

The sound — especially the 
opening theme — is great. 

The graphics are a mixture of 
vector and solids. The tanks and 
Randomisers are drawn as solid 
looking craft. 

The best way to take out the 
Randomisers is by blasting one 
of their legs off causing them to 
spin and smash into the sides 
of the maze. 

• Graphics 7 

• Sound 8 

• Value 6 

• Playability 6 








waves, the player must make a 
number of decisions. Surfing 
gear must be selected and this 
depends on age, sex, and 
weight. Board length and weight 
must also be selected. 

Once these selections have 
been made, it's time to head 
out to the waves. The screen 
then changes to a view of the 
sea from the beach. The surfer 
must paddle out into the sea, 
ducking and dipping under the 
waves to a chosen point. 

Once the best wave has been 
selected, the player hits a key, 
the screen changes to a close 



up view of the surfer on the 
wave. 

Using the miniature surfboard 
is very frustrating to begin with, 
but with practice it becomes 
easier. 

Graphically the game is a little 
crude, but if you fancy a unique 
challenge then you'll get a 
square deal surf from Surf 
Champ. 



CBM 64 

• Supplier: Zion Systems 

• Price: £7.95 

Video Darts is about as 
as a stale pint of beer 
stubbed out cigarette ' 
it. It has absolutely 
recommend it 
to say, but 
The game 

played either against the 
computer or another 
spectacularly unexciting. 
Consistent scores of 180 are 
easily obtained therefore 
removing the slightest challenge 
from the gama 
The graphics, considering the 
superb animation now 
on other Commodore 
are extraordinarily crude - a 
standard equally matched by the 
packaging. 

The music, a grating rendition 
of Roll Out the Barrel. 

But the real killer is the price 
- £7.95. Can Zion be serious? 


» Sound 
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I WITH FREE SOFTWARE 


i: WORTH £34.98 


POWER 


NEWS FOR ATARI tf' T b f0^lS.a < ^e| R M?ny pro- 

Silica Shop, the UK’s leading Atarimass- fesstonal/business programs are only available 
based in Sidcup Kenthaveannouncedama^ fess.o^ ^ nQt cassette Untj| now , on |y a 
ive drop in the price of the Mar ^i 1050 Disk a Qn Qf Atarj computer owners 

Drive. The 1050 is compatible for use with the sm P p^ ^ benefjt fr(jm the power and 
Atari 400/800 and XL/XE speed of the 1050. Now Silica are pleased to 

access to a range of over 450 disk . bas ?f s ? ft ^ p| t0 offer the 1050 at a new low price of 
ware titles. The only ^29?nduding VAT and FREE delivery, 

and can also be used with other Atan Disk ^ V credjt faci , it ies allowing Atari 

Operating Systems, making it compatible with wearao chase jt 0 ver 12 months for 

the complete range of Atari c ^P f nd T ^ a JJJJ £12 46 P per month. The total purchase 
Party software for Atari 8 -bit co mp u t e rs. The y P th with interest at a flat 

addition of a disk drive is a greatenha^ pr“f™ 1 , is only 12 *£12.46=£149.52 
cement to any computer system, J / A pr 32 . 3 %). There has never been a better 

!-e for Atari owners ,o buy a D.sk Dr.vel 


illUO 11 IglVBv W. . 

single side of a disk. Three things deermmethe.density ^ orapa^ Qf , rgcks per dis ^ single 

bytes in each sector, the num b*r of se f°.J > nn ch of their 40 tracks, thus giving a total capacity 
Density formats 9 '^ eighteen126 byte give sect0 rs that are twice as large as thes '"9'e 
of 18*128*40 or 92,160 bytes. Double Density form g ^ 77i/s yields a capacity of 184 

density sectors and are capable of holding 256 bytes on e ^ ^ ^ use d by Atari’s new 1050 

this makes the machine Q f Atari computers. However, if you run a -400 


FREE SOFTWARE 

The new price for the 1050 disk Drive is not 
the only good news for Atari Owners. The 
Disk Drive now comes with three FREE soft¬ 
ware titles, in addition to the ?OS 2.5 Disk 
and Manual. The first of these is The Payoff 
on disk, a new adventure game in which you 
play the leading role. On the reverse side of 
this disk is a demonstration program showing 
Atari’s amazing sound and graphics. Also in¬ 
cluded is Home Filing Manager which w N 
help you organise your files. It allows you to 
catalogue and file details of books, b'^hdays 
your stamp collection or anything else which 
would normally require you to use filing cards. 
The software which comes free with the Disk 
Drive carries a normal retail price of £34.98 
and is as follows: 

HOME FILING MANAGER £24.99 

THE PAY OFF ADVENTURE £9.99 

DOS 2.5 DISK & MANUAL 

SOUND & GRAPHICS DEMO 

Normal cost of FREE software £34^8 


FREE POST & PACKING 

Mail Orders to the UK and BFPOaresenl 
from Silica with post and packing FREE, we 
provide a 24 hour service and aim to despatch 
orders on the same day that we receive them. 


12 MONTH GUARANTEE 

The 1050 Disk Drive comes with a full 1 year 
guarantee. Silica will replace any faulty 1050 
Disk Drive with a new unit within this period. 


BUY NOW - PAY LATER 

To help you to take advantage of the new low 
price of the 1050 Disk Drive, we have now 
negotiated favourable credit terms with HFC 
Trust. You do not need a bank account to 
take out credit with HFC, and no deposit is 
required. Repayments can be made by post 
standing order, or personally at your local 
HFC office. If you wish to use these facilities, 
simply complete and return the coupon below 
We will then send you further details and an 
application form by return of post. 

OUR SPECIALIST SERVICE 

We are now firmly established as the UKs 
NUMBER ONE Atari specialists, so when you 
buy an Atari computer product at Silica you 
will be fully supported. Our mailings keep 
you up to date with news of software releases 
and developments. Our technical support team 
and sales staff are at the end of the telephone 
line, to deal with your problems and supply 
your every need. We aim to stock all available 
Atari hardware, software, peripherals and 
accessories. We also stock a wide range of 
Atari dedicated books and magazines. Here 
are some of the many facilities we can offer. 

x free POST & PACKING ON MAIL ORDER 
iFREE NEXT DAY SECURICOR DELIVERY 

★ INFORMATION MAILING SERVICE 

★ TECHNICAL SUPPORT TEAM 

★ HIGHLY COMPETITIVE PRICES 

★ AFTER SALES SUPPORT SERVICE 

★ REPAIR SERVICE ON ATARI PRODUCTS 


HOTLINE! 


If you can’t wait to get your hands on a brand 
new 1050 Disk Drive for your Atari 8-bit computer 
and you have a credit card or charge card, 
phone our hotline now! We accept Access, 
American Express, Barclaycard, Diners Club, 
Mastercharge and Visa. Telephone our hotline 
with your card number and your address details 
and we will dispatch a disk drive to you TODAY! 
You can also call the hotline to request a credit 
application form if you wish to take out credit 
facilities with HFC Trust. 


® 01 - 3091111 


I 


To: Silica Shop Ltd, Dept cvg 1285 

11 Hi IflJl IjHililJ! i T il 1-4 The Mews ’ Hatherley Road, 

I Sidcup, Kent, dai4 4DX 

■ Please send me 1050 Disk Drive(s) at £129 each 

■ Mr/Mrs/Ms: Initials: Surname: . 

■ Address: . 

I □ 

I □ 

L 


. Postcode: . 

I enclose a cheque: for £ (made payable to Silica Shop Ltd) 

Please debit my credit card: 

CREDIT CARD NUMBER: £ 

We accept: Access, American Express, Barclaycard, Diners Club, Mastercharge, Visa 

I wish to pay by credit: (12 monthly credit instalments) 

Please send me written details and an application form 






































































































































































































































































































































Imagine Software is available from: CjS0),WHSMITH yiBSSBM.WOOimOKm , LASKYS, Rumbelows.Greens, 

Spectrum Shops and all good dealers. 

Imagine Software (1984) Limited »6 Central Street. Manchester M2 5NS*Tel:06I 834 3939.Telex .669977 
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FRIDAY 

13TH 



• Machine: CBM 64, Spectrum, 
Amstrad 

• Supplier: Domark 

• Price: £8.95 

We're not trying to shock, 
protests Domark at suggestions 
of bad taste surrounding the 
advertising of Friday the 13th, 
just trying to get attention. 

Really? Their advert, featuring 
an ice hockey mask in a pool of 
blood with a knife thrust 
through the eye socket, 
certainly works on both counts. 

EMAP, publishers of C-f VG, 
originally had doubts whether to 
publish the ad. Menzies, the 
newsagent chain, even insisted 
the cover art work be changed 
before it would be displayed. 

Of course, Domark, while 
appearing suitably shocked, love 
the fuss. It's great publicity. A 
game based on the exploits of a 
psychopathic killer who hacked, 
slashed and stabbed himself 
into film notoriety, is bound to 
attract the odd criticism. And 
well they know it. 

But what has this to do with 
the game? Not a lot, actually. 
The packaging and publicity 


may be sickeningly bloody and 
gory, but the game isn't. 

Blood-curdling screams — at 
least on the Commodore version 
— are as bad as it gets 

Jason — such a nice name 
for such a fiendish killer — is 
wreaking havoc at Crystal Lake 
holiday camp where you have 
arrived on holiday. 

He appears to be just one of 
the normal holidaymakers at the 
camp — until he attacks you/or 
the others with an axe You 
have to find a safe sanctuary 
where Jason cannot go and 
then persuade the other 
holidaymakers to join you or kill 
him. 

Weapons are scattered 
throughout the game which you 
can use in a bid to destroy 
Jason. 

Most of the screen is taken 
up with a 3D scrolling view of 
the holiday camp, covering 
rooms, walls, fences etc. 

Your panic rating — and 
Jason always attacks the person 
with the highest rating — is 
shown by the height of hair on 
the character's head at the 
bottom left-hand corner of the 



screen. Strength is indicated by 
a dumbell. 

The other characters at the 
camp are shown in the bottom 
right corner. If Jason or you kill 
one of them they are replaced 
by a tombstone 

The mask shows how close 
you are to going mad and, 
therefore, the amount of time 
you have left before the game is 
over. 

The graphics on Friday the 
13th are surprisingly crude and 
chunky on the Commodore 
version. The character you 
control also makes a noise like a 
machine gun when he walks. 
Quite why, we can't work out. 


Friday the 13th is not a 
computer "nasty" and contains 
no more violence than most 
other computer games. If that 
disappoints you, Domark have 
thoughtfully provided two 
foaming blood capsules for you 
to chew and spit blood at the 
computer. 

Such are the marketing skills 
of the Domark team that Friday 
the 13th will be successful. 

• Graphics 

• Sound 

• Value 

• Playability 



THINK! * 

iDectrum everything in that line or column 


• Machine: Spectrum 

• Supplier: Ariolasoft 

• Price: £7.95 

Think! I thought. I moved. I lost. 
But was I disappointed? Not 
one jot. 

Ariolasoft, mainly known for 
their imports of American 
software, has come up with a 
gem of a game with Think! And 
it's British, designed by the 
brains at Tigress Marketing. 

Think! contains that all too 
rarely found quality: a new and 
simple idea cleverly executed. 

Basically, Think! is a board 
game on computer, easy to 
learn, difficult to master. All you 
have to do is get four of your 
counters in a row on a six by 
six grid. You play against a 
friend or the computer, making 
alternate moves. The winning 
lines can be vertical, horizontal 
or diagonal. 

The cgunters can only be 
moved onto the grid from the 
bottom or right edge of the 
board. When a new counter is 
introduced into the grid 


everything in that line or column 
is moved along — including the 
spaces. Get the idea? 

One clever — or false move 
— can change the whole 
complexion of the game. A 
seemingly certain victory can 
become defeat. 

There are seven levels of 
difficulty, hint facilities, different 
speed games and set problems 
to solve. 

Think! is instantly playable. 


brilliantly simple and lastingly 
addictive. We think it's a 
winner. 

The scores for graphics and 
sound are not really relevant as 
they are not vital to the game. 

• Graphics 8 

• Sound 8 

• Value 10 

• Playability 10 


AXIS ASSASSIN 

• Machine: CBM 64Atari 

• Supplier: Ariolasoft 

• Price: £7.95 cassette/£9.95 
disk on CBM/£9.95 Atari Disk 

At first sight Axis Assassin is 
an interesting game but 
somehow it never quite satisfies 
its promisa 

The battle against the Master 
Arachnid and his multi-legged 
marauders ranges over a choice 
of 20 grids and five zones. All 
you have to defend yourself are 
three Axis Assassins, armed 
with unlimited fire power and 
pulse bombs. 

The game starts as spiders 
spin webs across the grids. 

Then the Master Arachnid 
releases his army of hunters, 
drones, spores and 
exterminators. 

Your Axis Assassin can move 
up, down and across the grid, 
trying to destroy everything 
before they get you. 

Summing up, there's nothing 
really wrong with Axis Assassin 
but there's no real reason why 
anybody should make time to 
play it. 



► CONTINUED FROM PAGE 32 
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COSTA CAPERS 


MAILORDER 

Please state name of game, machine, cassette or disk and quantity required. 
Enclosed crossed cheque/PO made payable to FIREBIRD SOFTWARE. All 
offers are subject to availability. Orders are despatched promptly. All prices 
inclusive of VAT and postage. 

MAIL ORDER: AUNTIE KAY, ‘FREEPOST FIREBIRD,WELLINGTON HOUSE, 
UPPER ST. MARTIN’S LANE, LONDON WC2H 9DL. No .tamp required. 


DYNAMITE! 


The evil Ores ravage 
the land of Belorn-yoi 
control the only 
characters who can 
save it. Stunning 
landscapes plus 
intriguing adventure in 
‘Venturescope’. 


Ivan the Crusader’s 
epic quest to end 
Rasputin's evil reign 
puts this isometric 
multi room arcade 
adventure in a world of 
its own. 


Crazy multi-screen 
adventure-failed 
Germ Gerry proves his 
worth by laying waste 
to his victim's body- 
until he reaches the 
heart... 


Ted’s Great Summer 
Blow-Out-over 40 
whacky screens as he 
tries to avoid 
sunstroke, drinks like a 
fish and blows all his 
hard-earned money! 


Four great, sizzling games from Firebird - the all-new Hot 
Range. Available for the Spectrum, Commodore 64 and 
Amstrad - see them at all good computer stores now! 


FIREBIRD SOFTWARE WELLINGTON HOUSE 
UPPER ST. MARTIN S LANE LONDON WC2H 9DL 


FIREBIRD IS A TRADEMARK OF BRITISH TELECOMMUNICATIONS pic 



































YROSCOPE COMPETITION 


the galaxy earning a living as a tcc N^^f^®?8 €r |W /J 

discover the Koronis. Its treasures are for the taking... if your dai^T ^ 

Koronis Rift is the latest action strategy game from Activision, following 

S aks and Ballblazer. And thanks to 
I the Commodore 64 game for you 

owing questions and then send thd - 
rinted below, to C*P6 §53^ 
who work at Lucasfiim Games. And 
itor of the Star Wars film adventures, 
of George Lucas. 
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2) The evil Darth Vader was played by an actor who also plays the road safety hero, the Green 

Cross Man. What is his name?_ 

3) George Lucas and a Hollywood director combined their talents to produce a hugely successful action 

adventure film starring Harrison Ford. What was the film called? _ 


C+ Wj/ACTIVISION KORONIS RIFT COMPETITION 

Name.Address.. 

Send your answers to C+VG, Koronis Rift Competition, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. The closing date is the 
16th February and the editor’s decision is final. 
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A QUICK TOUR ROUND THE 
DEPARTMENTS 

Each Fleet Street Editor page is constructed as a series 
of panels, with up to 8 panels per A4 page. Here’s where 
you construct those panels: 



Welcome to the world of personal 
publishing on your BBC Micro! 

FLEET STREET EDITOR gives 
you everything you need to produce 
professional-looking printed materials 
- in one package! 

The different stages in newspaper and 
other types of print production 
processes are represented by the six 
different ‘departments’ in the 
program. By following these stages 
through the program and 
comprehensive manual, you can blend 
text and graphics to produce printed 
materials for a wide range of 
applications. 

Whatever information you want to 
communicate, FLEET STREET 
EDITOR will make your task easier 
and more enjoyable... and save you 
money! 

That’s right - FLEET STREET 
EDITOR not only provides you with a 
complete publishing package. As part 
of the package, you also receive 
valuable money-off coupons for 
Cumana disk drives and Touch-Pads 
and for Mannesmann-Tally dot-matrix 
printers. 

Just £39.95 including VAT! 


GRAPHICS LIBRARY 

200K (about 400 pieces) of ready-to- 
use art-illustrations, symbols, and 
display typefaces which can be 
incorporated into your own work. 



COPYDESK 

Input your text here, using either the 
program’s word processor or existing 
View or Wordwise files, and watch it 
wrap automatically round your 
graphics. Use different fonts, too. 



PREVIEW AND PRINT 

Preview a reduced representation of 
your completed page on screen, 
approve it, and send it to your printer 
using one of the built-in printer- 
drivers - you can write your own, too. 


STUDIO 

Where you modify existing art from 
the Library or your own collection, or 
create your own. All the graphics in 
the Library were created here. 



PAGE MAKE-UP 

Define the format for your page and 
construct it from the catalogue of 
panels you’ve built up. Some panels 
are provided ready-made for you to 
experiment with. 



ADMINISTRATION 

Set up the program to suit your 
system configuration, format disks, 
integrate graphics from most Mode 4 
programs, and further manipulate 
Fleet Street Editor files. 


















































































































































































































































































THE FIRST EDITION 

Publication: January 23rd 1986 

The minimum equipment you need to become a FLEET 
STREET EDITOR is: 

❖ BBC Model B with disk interface 

❖ 40 track single-sided disk drive 

❖ Dot matrix printer capable of 640 dot bit image 
mode and true descenders 

sfc Monochrome monitor or TV 

You can configure the program to any type of drive 
combination via the Administration department. 

FLEET STREET EDITOR is supplied on two disks - one 
containing the program and one containing the graphics 
library. These are formulated in different ways for different 
drive configurations, so take care when ordering or buying 
FLEET STREET EDITOR that it matches your current 
system. Upgrades are available. 

The registration card supplied in the back of the manual, 
when completed and returned to us, will ensure you receive 
details of new software designed to enhance your FLEET 
STREET EDITOR. 

Complete the coupon and return it to us for a detailed 
brochure or to place a firm order. FLEET STREET 
EDITOR should also be available from good software 
stockists everywhere. 


ORDERS 

Please tick 

I would like to order FLEET STREET EDITOR. 

My disk system is as follows: 


□ 


I enclose my cheque No-for £39.95 OR 

Please debit my Access/Visa account no. 


Signature_._ 

Please allow 21 days for delivery 

INFORMATION 

Please send your detailed brochure on 
FLEET STREET EDITOR 

Name_ 


Please tick 


Address. 


-Postcode- 


MIRRORSOFT LTD, FREEPOST BS4382, Paulton, 
Bristol BS185BR 

-Cxg. 


MIRRORSOFT LTD FREEPOST BS4382, Paulton, Bristol BS18 5BR (no stamp needed) 































































WORLD EXCLUSIVE 


FORWARD WITH BRITAIN 


COMPETITION 


Ever fancied being an editor of 
your very own magazine? 
Perhaps you already are. 
Judging by the numbers of 
fanzines we receive at the 
C+VG IDEAS CORP penthouse 
offices there are quite a few 
budding editors and designers 
out there in the real world. 

Now we’re giving you the 
chance to win national 
recognition thanks to 
Mirrorsoft. 

If you produce a computer 
related magazine at your 
school, or at your local 
computer club, or even if you 
just produce your own fanzine 
along with a few friends, you 
should enter the C+VG 
Fanzine of the Year 
competition. 

Winners will get a really 
neat bit of software from 
Mirrorsoft, a neat bit of hard¬ 
ware from Kumana plus a trip 
around the Daily Mirror HQ in 
London* 

The software is Fleet Street 
Editor, a terrific package 
which enables you to write, 
layout and print your own 
magazine all with just the aid 
of a trusty BBC. 

Fleet Street Editor is a mix¬ 
ture of a word processor, 
graphics package and design 
utility all wrapped into one. 
And it’s just what every budd¬ 
ing magazine editor needs to 
produce a high quality 
product. . . 

The package includes all the 
major “departments” that any 
magazine or newspaper needs 
to operate — the graphics 
library, the copy desk, the 
design studio, page make up 
and, of course, printing. 

Using Fleet Street Editor 
couldn’t be easier and you can 
produce a really professional 
looking magazine or newsletter. 
And a Fleet Street Editor pack¬ 
age could be yours if you enter 
our great competition. 

There are three categories. 
You can enter a school 
magazine, your club or user 
group magazine — or if you’re 
an individual who produces an 
independent magazine you can 
enter that too. 

All you have to do is send us 
an issue or issues of your 
magazine before the closing 
of the competition — 



Drunks 
in drag 
hijack 
a bus 



VICAR EATS TART 


which is April 16th 1986. 

We’ll give you updates on the 
progress of the contest from 
time to time before we 
announce the winners later in 
the New Year. 

So if you want to be the 
proud holder of the C+VG 
Fanzine of the Year title get 
cracking on your next issue 
today. If you’ve never had a go 
at producing your own mag — 
then why not start now? 

Your entries will be judged 
by the editor and designer of 
C+ VG, and representatives of 
Mirrorsoft and the Daily 
Mirror newspaper. Don’t forget 
to fix the coupon to your entry! 
* Subject to availability 


Father Dezmund O’Herlihy — 
age 56 — of Nether Wallop 
was admitted to casualty last 
evening after surviving a 
horrifying ordeal at the village 
fete. 

The incident occured after 
the judging of the “Christmas 
Edibles” entries. Father 
O’Herlihy awarded first prize 
to Edith Crunch and proceed 
to consume the entire 12inch 
diameter pie. 

“I didn’t think anyone would 
mind,” the stunned vicar was 


heard to groan as he was 
wheeled away from the 
furious crowd. 

Mrs Crunch, a widow of 73, 
said the pie was unique and 
she was heartbroken by the 
“butcherous act”. Edith is still 
fuming and has been seen 
working out in the primary 
school gym. 

Father O’Herlihy has taken 
to carrying a can of MACE 
under his vestment, and says 
he won’t go out after dark 
fearing the consequences. 


Here’s a brief look at the things 
you’ll be able to do with 
Mirrorsoft’s terrific Fleet 
Street Editor package. 

• GRAPHICS LIBRARY: 

A collection of illustrations, 
symbols, and typefaces which 
can be incorporated into your 
own work. 

• STUDIO: 

A drawing package on which 
the art provided in the 
Graphics Library has been 
produced. You can also use it 
to modify existing art, either 
from the Graphics Library or 


C + VG^MIRRORSOFT FLEET STREET EDITOR 
COMPETITION 


Name. 


Address. 


Age.. 


Title of magazine. 


fm 


Category (tick box) SCHOOL □ CLUB/USER GROUP □ 
INDEPENDENT fl 


from collections you have 
created yourself, or create 
your own. 

• COPYDESK: 

A simple word processor for 
entering text on to a page 
panel and wrapping it around 
any graphics you may have 
already created for that panel. 

• PAGE MAKE-UP: 

Defining the format you want 
your page to take and con¬ 
structing the page from the 
panels you have created. 

• PREVIEW AND PRINT: 
Provides a reduced repre¬ 
sentation of your completed 
page on screen and enables 
you to send the page to your 
printer. 

• ADMINISTRATION: 

The ‘housekeeping’ 

department. This is where you 
set the program up to suit your 
particular equipment, prepare 
blank disks for use, and 
integrate graphics created 
under another program or 
system. 

































The TV 
science fiction 
series invades your 
home computer 

Earth is visited by 
seemingly human 
aliens... 

These reptiles soon 
reveal their ultimate aim 
however..to take over 
Earth and enslave its 
population... 


...Your 
mission as 
resistance leader 
Michael Donovan is 
to seek and destroy 
their Mother Ship 
using all the skills 
and weaponry at 
your command. 

All-action, multi-level 
Arcade game for your 
Spectrum & Commodore. 


Ocean Software is available from selected branches of 

^ whsmi ih wnmwntms 

LASKYS. Rum be lows. Greens. 

Spectrum Shops and all good software dealers. 

T rade enquiries welcome 


Ocean Software Limited. 
6 Central Street. Manchester M2 SNS 
Telephone 061 832 6633 Telex: 669977 Oceans G 


c 1983 Warner Bros. Inc. All Rights Reserved 









Question: Who once won first place in 
a Bonny Micro Chip contest before 
becoming a huge TV cult? Max 
Headroom, that’s who. Now he’s about 
to take on the computer world with his 
own game. C+VG’s Paul Boughton 
investigates. 


Max Headroom, the man with 
the vinyl complexion, a smile as 
dazzling as a searchlight and a 
cute stutter to humanise his 


perfection, is back. 

Yes, the cult hero from twenty 
minutes into the future will be 
on Channel 4 within the next 
few weeks presenting a new 
series of pop videos linked by 
his machine-gun chatter, corny 
jokes, wit and wisdom. 

And not only that. The man 
who is proud to be a CAD — 
computer-aided design, that is 
— is the hero of a new 


due for release any day now. 

And if successful it could be the 
first of a series of games based 
on Max. 

The game is loosely based on 
the film which launched Max on 
an unsuspecting nation last 


over and lodged in the viewer's 
mind before they realise what 
has happened. 

The Blipverts have a nasty 
side-effect for the viewer — 
they make the body 
self-destruct. 

Investigative reporter Edison 
Carter, who works for Network 
23, takes on his own bosses in 
an effort to expose this scandal. 
But an unfortunate "accident" 
happens to Carter. Bryce lynch, 
who created the Blipverts, takes 
Carter's brain patterns and with 
the aid of a computer creates 
Max Headroom. 

A pirate TV station. Bigtime 
Television, running endless 
1980s pop videos, is badly in 
need of a ratings boost. And 
when Max Headroom is brought 


The setting of both the game 
and him is a world where the 
only growth industry is 
television and ratings are the 
only things that matter. 

Network 23, run by a man 
named Grosman, is the top rated 
station, thanks to the brilliant 
but evil invention of Blipverts, 
compressed TV commercials 
which happen so fast they are 


Mahler, a 
they realise his potential as a 
TV star. 

With Max Headroom fronting 
the videos, Bigtime's ratings soar 
much to the anger of Network 
23. Everybody's out to get Max. 
And he's not happy about it... 

QnicksUva's game — which 
will be available on the 
Spectrum Commodore 64 and 
Amstrad — differs from the 
film by making Edison Carter 
and Max different people. 































Edison Carter is attempting to 
rescue Max Headroom from the 
Network TV building at night. 

The Max personality generator 
is situated on the 210th floor of 
the building in the computer 
lab. In order to reach that floor, 
Edison has to hare an access 
code for the lift. Only the 
president of the network and the 
computer genius that created 
Max hare that and neither are 


friend, and "injected" into the 
computers which control Network 
23's offices. 

Maxhnnter must take control 
of various systems in the 
building at different times and 
give Edison directions to get to 
the directors' offices which lie 
on the top ten Hoorn and 


There are also security guards 
to contend with and two 
assassins who are hunting 
Edison. 

The player takes the role of 
the Maxhnnter, a computer 
program written by Carter's girl 


eventually the president's suite building, you hare to Hght for 
at the very top 
lb win the game yon must 
get to the top levels, find the 
various codes, access the 
computer lab and free Max. Max 
must then be taken to the 
ground Boor and out of the 
building before six o'clock in the 
morning when the staH return. 

The team given the task of 


bringing Max to the computer is the original scriptwriters to 
Manchester-based Binary Designs, write some jokes, well digitise 
Andy Hieke, Binary's and put it on the cassette — 

managing director, says: "The although it's difficult to get 
majority of the game wiU be 
played on the top ten executive 
Boors. There are various games 
at various levels. Because you're 
not the only computer in the 


machine that's worth millions on 
one that's worth a hundred 


The game, he says, will be 
arcade adventure and strategy. 
Quick reactions are also 
important in several parts of the 
game play. 

As a bonus for completing the 
game, you get to see Max and 
hear him speak. 

Says Andy: "Wo would like 


And a final word from Max 
himself. "A lot of people see me 
as something very special and 
I'm humble enough to accept 


they're right. I was brought onto 
the networks to give them a 
little more pexaxz, fizz, 
razzamatazz, and other words 
with lots of 2s in them. 

It's hard to be perfect but 1 
trf 
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MAIL ORDER 

Please state name of game, code number and quantity required. Enclose crossed 
cheque/PO made payable to FIREBIRD SOFTWARE. All offers are subject to avail¬ 
ability. Orders are despatched promptly All prices inclusive of VAT and postage. 

MAIL ORDER: 'FREEPOST FIREBIRD, WELLINGTON HOUSE, 

UPPER ST. MARTIN’S LANE, LONDON WC2H 9BR. 

*No stamps required. 


FIREBIRD SOFTWARE, WELLINGTON HOUSE, l ' 

UPPER ST. MARTIN’S LANE, LONDON WC2H 9DL. TEL: 01 -379 6755/5626 VJ 
Firebird and the Firebird logo are trademarks of British Telecommunications pic 



























Welcome to IDEAS CENTRAL. My name is Melissa 
Ravenflame, I.C. co-ordinator. IDEAS CENTRAL is where 
you'll find the Bug Hunters' HQ and the man who keeps 
those rogue robots in order — Jackson T. Kalliber. Jackson 
makes sure OTISS, Big Red, X and B-Con get out there to 
find the hints, tips and pokes you all so desperately need 
for a happy existence. Don't tell them — but I can't rely 
on them to make a good job of it. 

So the IDEAS CORPORATION and yours truly, Melissa 
R., need YOUR help. Remember, the IDEAS CORP will pay 
a large amount of credits to anyone assisting our 
enquiries. So, send your hints and cheats to Melissa 
Ravenflame, IDEAS CENTRAL, Computer + Video Games, 
Priory Court 30-32 Farringdon Lane, London EC1R 3AU. 


POKES 


TIR NA NOG 

To make Cuchulainn invisible 
go to Lon Liath and get the 
objects behind the locked doors 
and goblet. Then go to the 
stone tablet and drop the 
objects. 

The stone tablet will read 
W,N,E,N,E,7. Follow these 
direction and drop the spade. 

You will recieve half a tore 
the other half being in the ice 
cave. When you put them 
together you will become 
invisible. Thanks to Andrew 
Watts of Northampton. 

SKYFOX 

A regular to these pages is 
Kenneth Henry and this time 
it is with hints on Skyfox. 
Always pay attention to your 
scanner. One good tip is too 
thrust into a clear sector using 
the afterburners and call up 
the computer's tactical map. 

When on the ground and the 
tanks are just blue/black 
specks on the horizon, destroy 
them with your cannons before 
the cause any serious shield 
damage. 

When on tanks, don't bother 
using missiles, save then for 
the planes. 

Be ready to expect tanks or 
planes when using autopilot as 
you usually fly straight past 


them when autopilot 
disengages. Tanks mostly 
appear in groups of five and 
planes mostly in groups of four 
or so. 

Make full use of the 
computer. Use the tactical 
maps above and zoom in on 
sectors to see what actually is 
there. 

If you are going to try any of 
the invasions, one general tips 
is to stock up on missiles 
before taking the planes and 
mothership. 

Stock up on fuel, shields and 
missiles before flying through 
the cloud layer to fight planes 
or motherships. 

BARRY 

MCGUIGAN 

One more for the sport fanatics 
— Barry McGuigan's Boxing 
from Bradford Barter of 
Croydon, who tells us how to 
reach Rank 13. 

Cannonball Corby: Punch him 
in th face and stomach. Try and 
get him into his corner and you 
should be able to knock him 
out in the 1st round. 

Pedro Rameiz: Pedro is very 
easy to beat. Just keep hitting 
him till he falls 

John 'Kid' Cutter: Have two 
furious rounds with John and 
then let your guard down and 


let him punch you. This zaps 
his endurance and not yours. 

Boom Boom Barnet: Try and 
knock his endurance down to 
about 20 and then move the 
joyustick left. This should keep 
his guard down. You should be 
ready to hit him. 

Flashy Fenwick: Very easy. 
Same as Pedro! 

That's as far as Bradford has 
got. Anyone know how to beat 
the next two. 

Help 

Who can help Richard Mills of 
Kent who bought Monty on the 
Run nearly two months ago 
and has been stuck in 'the 
sewers' for the last month? 

Nick Rush has rushed (sorry 
about that, Nick, but Otiss 
couldn't resist the pun — 
Melissa) these latest hints over 
to the office for the Spectrum 
game Gyroscope. 

The first two levels are fairly 
easy, but when you reach 
screen 1, level 3, things might 
start gettting a little difficult. 
You will encounter a narrow 
ledge with two magnets on it. 
You must travel quickly through 
these magnets, but be sure to 
slow down after that, otherwise 
you will travel to fast down the 
slope and will skid across the 
glass and over the edge. 

If you get this far on your 


first gyroscope, you can 
normally zoom straight onto 
the square. If not, wait for the 
second alien to go into the 
furthest right corner and then 
move quickly. You will now be 
on the fourth Jevel. Not too 
many difficulties here. The first 
screen of level five is the same 
as the cover of the box. Travel 
slowly and think before you 
move! 

ONE FOR 
THE TEXAS!!! 

Yes Texas lovers, your 
computer has finally made it 
onto these pages. Pick 
yourselves up off the floor and 
read on to find out some tips 
on Parsec, sent in by Roger 
Marsden of Leicestershire. 

After you have inserted the 
cartridge and got the title 
screen, press any key to begin 
play. At the bottom of the 
screen the 'Press fire to Begin' 
message comes up. Do not 
press! Instead, go to the top of 
the screen as far as possible 
by pressing the E key, then get 
your ship moving as slowly as 
possible backwards, let go of 
the S key and you should still 
keep on going. Normally your 
ship would come to a halt but 
if you hold down the E key 
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continued from page 45 
after releasing the S key your 
ship should ignore the barrier 
and will keep on going. 

When you release the E key, 
your ship will stop and, by 
quickly pressing S and/or D, 
you can put yourself in such a 
position that half your ship is 
on the left hand side and the 
fuel coming out the back is on 
the right. Press fire to begin. 
The advantages of doing this 
are apparent when you are on 
the asteroid belt or when 
fighting swoopers or LTFs, you 
can use the fuel coming out of 
the back as a marker to line 
up your shots. 

When fighting the killer 
satellites keep moving and 
firing all the time because the 
missiles they fire do not 
disintegrate before reaching 
you. On the asteroid belt 
always stay in lift three unless 
you want to 'play safe' on the 
first two screens by staying 
near the top and using lift two. 
On the first screen when you 
are fighting the dramites, go 
up in lift two firing all the 
time, this should destory them 
all. 

DRAGONTORC 
OF AVALON 

Over the last couple of weeks 
we have been hearing pleas 
for help with this game so we 
shall quickly go over a few 
points to see if they will make 
the playing any easier. 

You start off in Wispwood 
will spells Bane, Servant and 
Move. To select a spell use up 
or down to wind the scroll. 
When the arrow indicates the 
spell you need press Fire once 
to select it and twice to 
activate it. 

Use the Servant Spell to 
collect the Seal of Merlyn 
which you will need later on. 
Explore the wood to collect the 
Missile spell, the sickle the 
herb and other items. Find the 
stone slab lying in the forest 
and use the Seal to get under 
it and into the Lost Vaults of 
Locris. Attack the Skeletons in 
the vaults with Missile — 
collecting further spell as you 
go. After completing Wispwood 
and the Vaults, Merlyn will tell 


you where to go next. 

It seems most people had no 
problems with Wispwood but 
the Vaults were another matter, 
so, let's go into them in more 
detail. Once inside, go to the 
teapot room and search the 
teapot with the Servant spell to 
obtain the rune. Go on to the 
fireball room where you have 
to touch the stool with the 
Servant spell to change it into 
a chest. Go out by the right 
back door, dodge the skeleton 
and go through the rear door, 
grab the spell, dodge the 
skeleton and leave by the rear 
door. As the skeletons follow 
you through the door use the 
Missile. Take the chalice. Go 
left and then through the front 
right to the pool room. Kill the 
skeleton and dip the chalice in 
the pool. Go back to the 
fireball room and go out of the 
right back door and then right 
again to arrive in the pedestal 
fountain room. Empty the 
chalice into the fountain to 
obtain the Heal spell and sit on 
the fountain to boost your 
energy. Proceed to the room 
with the chests. Open the first 
with the Servant spell and take 
the key which you then use to 
open the third chest. Take that 
key and open the second chest, 
to reveal another key and the 
Ley rod spell, take both of 
these. A word of warning here 
— make sure that you avoid 
all spiders. 

Take this key to the fireball 
room and use it to open the 
chest. Take the rune — the 
fireball changes to a half 
moon, so take this as well. 
Proceed to the room with E 
rune fixed to floor. Leave all 
the items you have collected, 
here. 

Search both dead skeletons. 
One holds the last rune and 
the other the Missile spell and 
Evil Eyes. Use the Bane spell to 
kill the Evil Eyes. Go back to 
the room adjacent to the entry 
room and touch the flying spell 
with Servant, otherwise it will 
kill you. Return to E room and 
lay the three runes on E in the 
order XIT. A leycube will 
appear. Collect all other items 


and step on to the cube to 
transport to the stone circle in 
Wispwood. Strike the stones 
with the Leyrod to reveal the 
Leycubes. Pick up Merlyn's Seal 
and step on to the yellow cube. 

QUICKIES 

Here we start a new section in 
which readers write in with 
Quick Hints and Tips to make 
your favourite games easier to 
play. 

First up is Adam Brake of 
Dorset with some hints on 
Super Pipeline II. Keep one 
workman with you and leave 
the other running around, this 
man will 'take out' the odd 
creature. On every screen, 
there is a place to stay and 
just shot and so be out of 
danger. Sometimes it is better 
to sacrifice a workman than to 
shoot the creature, but, only if 
you have two workman 
together. 

When one of the workmen is 
mending the pipe, stay by him 
as the enemies try to kill him 
before he is finished. If you 
start to run out of water and 
your score starts to rapidly 
decrease, sacrifice your life as 
you can lose all your points in 
a short time. 

From E. Nieland of Holland 
here are some passwords for 

Hacker, and System 1500 on 

the CBM 64. 

First of all, Hacker. The log 
on code is Australia. 

Passwords for Security checks 
are: Level 1 Magma Ltd. 

Project. 

Level 2: AXD-0314479 
Level 3: Hydralic 
Level 4: Australia 

On System 15000 you will 
find the following telephone 
numbers useful. 

6723427, 4935429, 

7464460, 2297629, 

3634017, 9307269, 

3481408, 7239293, 

9527001, 3634017. 

8004310 with Password Arcles 
01012129765858 with Password 
Pip537 


Bryan Morrison of Kirkcaldy 
has been playing all his C64 
games to come up with the 
following cheat modes. Thing 
on A Spring: When the title 
screen is one hold down 
T,H,I,N,G, back arrow and 
Inst/Del If the borde goes grey, 
you have unlimited oil. 

Frak: When you get a high 
score, instead of typing in your 
name put the shift lock on and 
type American Express — with 
a space between the words. 

The border should now have 
gone white. Take off the shift 
lock, press Return and start the 
game. You should now be able 
to walk any place on the 
screen. But NEVER go up any 
ropes. If you do you will not be 
able to move left or right. 

Miner 2049er: To advance a 
level, just keep your finger on 
the fire button for about 10-15 
seconds. 

Quo Vadis: The following 
set of pokes will ONLY work if 
you have a Reset switch. When 
the game has loaded press the 
reset switch and enter these 
pokes. Poke 24709,234 Poke 
24710,234. Then type SYS 3488 
to start the game. 

Your knight will not die when 
his energy reaches zero but 
lava pits will kill him. 

Spy Hunter: When the 
weapons van drops you off at 
the side of the road slowly 
edge your way to the right of 
the screen until you can driving 
along the black strips at the 
side. You are virtually 
indestructible and can make 
some rather large scores. 



/aaaP 58bl© 


























































































AMSTRAD CPC 464 


Avoid the rockets end anti aircraft guns and DYNAMITE the dam. 
only the most skilful pilots succeed. NEMESIS a sophisticated 
version of Othello with many colourful options and levels of play. 
Amstrad Cassette 50 includes arcade type games, war games, 
adventure games, logical, tactical, and educational games, 
a flight simulator, and a business strategy game. 


1. Man Eater 

2. Cyclons 

3. Handicap Galf 

4. Ruth Hoar Attack 

5. Royal Raacua 
*. StarTrak 

7. Whirly 
I. Attackar 
9. Filter Command 

10. Draiij^ita 

11. Evasive Action 

12. No«|hta and 
Craaaat 


13. Tha King's Ork 

14. Play Your 
Carda Right 

15. Creepy Crawley 
II. Hangman 

17. Pontoon Bat 
II. Firoman Raacua 

19. 3DMaza 

20. Colony 9 

21. Backgommon 

22. Solit 

23. Yamiaa 

24. Thraa Cardbrag 


25. Tracking 
21. Rally 3000 
27. Sitting Target 
21. Nomoaia 

29. Spaca Ship 

30. Jet Flight 

31. Dragona Maze 

32. Intrudar 

33. Infarno 

34. Ghoata 

35. Fantaay Land 
31. Spaca Baaa 
37. Planata 


31. Happing Herbert 

39. Dynamite 

40. Timebomb 

41. Day at tha Racaa 

42. Lunar Landing 

43. Spaca Miaaion 

44. Rati 

45. Motorway 

41. Dungaon Adventure 
47. Spaca Pod Raacua 
41. High Riaa 

49. Crapa 

50. Exchange 


ZX 81 


Even a small computer gets more from Cassette 50! You can run 
39 games on just the basic IK ZX81, while 11 more will play 
with the addition of a 16K expansion pack. Where else could 
yuu watch your radar instruments and judge your final approach 
in games like RADAR LANDING - a realtime flight simulator, or 
enjoy the thrills of PSION ATTACK. Logical, tactical, maze, 
arcade - all kinds of games on just one tape! 


BBC A/B 


An advanced computer like the BBC demands a sophisticated games 
cassette. That's why Cassette 50 gives you full use of screen 
modes with high resolution colour graphics, user defined graphics, 
excellent sound and music, joystick compatibility and many high 
speed games. HIGH RISE gives you the chance to beat a realistic 
roulette wheel, with ell the extras, and you'll need the fastest 
reactions of all to beat EVASIVE ACTION as you trail across the 
screen in a frantic search for oxygen. With multi levels and superb 
graphics this game is totally addictive. 


20 KEY, 

MULTIFUNCTION 
CALCULATOR WATCH 


with every order 
for a Cassette 50 

• Normal 12 and 
24 hour time 
mode 

• Calendar mode 

• Calculator mode 

• Alarm mode 

WORTH OVER £10 



Only you can save Europe from destruction! It's ROCKET 
LAUNCH, the thrilling war game that reproduces a European map 
More ambitious? Try rescuing your crew under an ultrafast 
GALACTIC ATTACK and escaping back to your spaceship! Just 
two of the great games on your Cassette 50, featuring high 
resolution and user-defined graphics, sprites, sound and music 

1 Maze Eater 

2 Galactic«Attack 
Space Mission 

4. Lunar Landing 

5 Plasma Bolt 

6 Startrek 

7 Radar Landing 

8 Attacker 

9 Galactic Dog Figl 

10 Psion Attack 

11 Evasive Action 

12 Noughts b 
Crosses 


ELECTRON 


Can your FORCE FIELD protect the city from Alien Attack 
maybe you have the skill to DYNAMITE the dam and flood enemy 
headquarters! Fifty different games with high speed, high 
resolution colour graphics, user defined graphics and excellent 
sound and music. Not to mention full use of screen modes. Fifty 
fast paced, fascinating games. 


Boggles 

26 Overtake 

38 Black Hole 

Pontoon 

27 Sitting Target 39 Dynamite 

Ski Jump 

28 Smash the 

40 Do Your Sums 

Hangman 

Window 

41 Derby Dash 

Old Bones 

29 Space Ship 

42 Space Search 

Thin Ice 

30 Jet Flight 

43 Universe 

Orbitter 

31 Phaser 

44 Rats 

Motorway 

32 Intruder 

45 Tanker 

Force Field 

33 Inferno 

46 Parachute 

Nim 

34 Ghosts 

47 Jet Mobile 

Tunnel Escape 

35 Submarines 

48 High Rise 

Barrel Jump 

36 Rocket Launch 49. The Force 

Cannonball Battle37 Planets 

50 Exchange 


ORIC ATMOS 


Have a go at GALACTIC ATTACK - you’ll need fast reactions to 
beat the invaders in this all time favourite - or if you prefer you 
can travel through space at warp factor 9 in SPACE MISSION, a 
realistic 3 D version of space warfare as seen from the cockpit 
of a spacecraft. Everyone has a favourite game on Cassette 50. 
With fifty classic and original games featuring user defined 
graphics, sound effects and increasing levels of play, 


ATARI 


Munch, Munch ... it's the MAZE EATER! Can you eat the ghosts 
before they eat you? Or would you rather chance it on the 
MOTORWAY? Your Cassette 50 is compatible with the 400/800 
and 600XL/800XL series ATARI computers. Advanced features 
include high resolution graphics, sound, music and mixed mode 
screens. Many games are joystick compatible. 


SPECTRUM 16k/48k or + 


Incredibly frustrating!' - that's the verdict on Cassette 50's 
FROGGER. Satisfied users tell us it's one of the most challenging 
you'll find - it's almost as good as the arcade version! CARGO 
has you trying desperately to complete your helicopter mission 
under attack. Plus 48 other tactical, logical and adventure games 
featuring multi coloured and user defined graphics, scrolling and 
full use of the Spectrum sound capabilities. 

39. Niin 
40 Voyager 
41. SketchPad 

42 Blitz 

43 Fishing Mission 

44 Mystical 
Diamonds 

45. Galaxy Defence 

46 Cypher 

47 Jetmobile 

48 Barrel Jump 

49 Attacker 

50 Space Mission 


VIC-20 


Will it be BALLOON DODGERS, or the prizewinning DUSTMAN 
DAN? Play these and 40 other fabulous games - including many 
automatic double loaders on your unexpanded 3.5K VIC 20. 
And with an 8K* or 16K** expansion cartridge you can choose 
from 8 additional games like STARTREK or SKULL CASTLE. 
Special effects user-defined graphics, super sound and music. 


1 . 

Muncher 

13 Microtrap 

26 

Laser 

2 

Ski Jump 

14 Motorway 

27 

Alien 

3. 

Basketball 

15 Labyrinth 

28. 

Cargo 

4 

Frogger 

16 Skittles 

29 

The Race 

5. 

Breakout 

17 Race Track 

30. 

The Skull 

6 

Crushar 

18. Ski Run 

31 

Orbit 

7. 

Startrek 

19 Tanks 

32. 

Munch 

8 

Martian 

20 Solar Ship 

33. 

Bowls 


Knockout 

21 Ten Pins 

34 

Raiders 

9. 

Boggles 

22 Cars 

35 

Field 

10 

Alien Attack 

23 Stomper 

36 

Draggold 

11 

Lunar Landing 

24 Pinball 

37 

Space Search 

12 

Maze Eater 

25. Cavern 

38 

Inferno 


ORIC 1 


Cassette 50 includes PLASMA BOLTS, a superb high speed 
version of the classic arcade Centipede game. Watch out it's 
really tough! 


DRAGON 32 


If you like the light cycles of TRON, you'll love JETMOBILE - a 
thrilling 2-player game featuring high speed graphics. 


TOE 



APPLE 


Cassette 50 gives you 50 great games to choose from including a 
classic STARTREK and BLAZING INFERNO. 


calculator watch 
with every 
Cassette 50 
EXPRESS DELIVERY-ORDER NOW! 

ONLY £9.95- 


Postage FREE in U.K. Add £1.00 for overseas orders. 
Free watch and tape will be despatched within 14 days. 
I enclose a cheque/ 


postal order for 


made payable to 
Cascade Games Ltd. 


or through any Post Office by TRANSCASH (Giro No. 655 6655) 

For even faster ordering when charging to Access, Barclay card and 
Trustcard Visa use our 24 hour service. (0423) 504663. 


Post Code 


COMMODORE 64 


ATARI 


ORIC 1 


BBC a/b 

SPECTRUM 


VIC 20 


ZX 81 


APPLE 

AMSTRAD 


ATMOS 


DRAGON 


ELECTRON 


. CVG 1/85 


Cascade Games Ltd., 1-3 Haywra Crescent, 
Harrogate, North Yorkshire, HG1 5BG, England. 
Telephone: (0423) 504663. Registered Number 1755554 
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THE No. 1 HIT 





'SKYFOX' is the most realistic awe-inspiring combat simulation you've 
ever seen on your computer. 'SKYFOX'special features include — 

► AIR TO AIR & AIR TO GROUND COMBAT 

► 3D SCROLLING FLIGHT SIMULATION 

► IS SCENARIOS (from training mission to massive invasion) 

► 5 SKILL LEVELS (from cadet to ace of the base) 

► AUTO PILOT FEATURE FOR LAUNCH & ENEMY SEARCHES 

► ON BOARD ABASE TACTICAL-COMBAT COMPUTERS 

► CONTINUOUS LASER CANNONS 

► HEAT-SEEKING & GUIDED MISSILES 

► JOYSTICK & KEYBOARD CONTROLS 


• GET SKYFOX NOW • 


A va ilable from all good software retailers —if its not there; please order it - or in case of 
difficulty send your crossed cheque! P.0, made out to Ariolasoft U.K. Ltd., including your own name 
and address, to Ariolasoft U.K. Ltd., Suite 105H06, Asphalte House, Palace Street, London SW1E 5HS. 

! r / x Y\ (') — Spectrum Cassette £8.95 r // — A mstrad Cassette £9.95 

UK orders only. Prices include P&P. Please allow 28 days for delivery. 


HIGH PfRFORMANCE PROGRAMS 


◄ OUT OF YOUR COCKPIT WINDOW 
AS YOU SWOOP DOWN TO TAKE 
OUT SOME TANKS 

Spectrum Screen 


Amstrad Screen 

ENEMY PLANES ATTACK ► 
SUDDENLY WITH DEADLY 
FORCE 
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METAL CLASH 


A double-jointed, kicking, 
punching robot is the theme of 
Data East's Metal Clash. 

Imagine the scene. A space 
station in the background, 
floating over it is this weird, 
mad, hilarious battle between 
a load of Metal Mickeys. 

In fact your robot — the 
green one — must bear a 
pretty healthy grudge against 
the silver robots. Pehaps its his 
rather sickly hue. Anyway, 
whether he's fighting to protect 
his planet or merely enjoys 
kicking the hell out of the 
others, he's having a whale of 
a time. 

Clunk! Metal connects with 
metal and the screen is filled 
with fragments and sections of 
robot as it disintegrates. The 
joystick control is very easy, 
you can punch or kick it in a 
variety of directions depending 
on which way you're travelling 
but you must make contact 
with you opponent — whether 
it's a small floating droid or 
another robot as large as 
yourself. 

Some of the larger species of 
these inhuman creatures will 
need several blows before they 
explode — that can be difficult 
as they'd dodge around the 
screen. You not only have to 
direct your punches but you 
must chase your victims over 


the space station. That menas 
keeping your chappie above 
ground as long as possble. 

The better you do, the faster 
they appear until the screen 
looks a bit like a metal scrap 
merchant's yard. Watch your 
back, you might be fighting 
one battle, but passers by are 
not averse to aiming the odd 
kick in your direction, and if 
you recieve too many of those 
will literally fall to pieces. Talk 
about a nervous breakdown. 

The two player game is more 
fun — a lime green robot 
against a rosebud pink one. 

It's quite a challenge. The 
first person to kick his 


• BUGGY BOY 

If you're a cautious driver, steer 
clear of Buggy Boy. But if 
you've got neves of steel, climb 
in, fasten your seat belt and 
prepare for the ride of your 
life. 

With the gear set at low, foot 
on the accelerator and sweaty 
hands gripping the steering 
wheel, I waited for the sign to 
GO. Accelerator hard down, 
into top gear and I careered 
round the track. Careful driving 
doesn't enter into this race 
against time — it's a suicide 
run; at best you'll end up in 
the drink, at worst you can 
only crash. Console yourself 
with the fact that the buggy is 
very resiliant and will take a 
lot of knocks, unlike the fragile, 
highly bred Formula One 
creatures in Pole Position. 

The aim to drive your buggy 
round an obstacle strewn 
course, beating the set time 
limit before moving into the 
next stage. The theme is the 
same as most other racing 
games, but Buggy Boy is 
slightly different. It's amusing 
for starters — split second 
decisions and a steady hand 
still count for a lot, but how 
can you take it seriously when 
you have to leap boulders and 
gates and run over coloured 
marker flags? 

The track resembles a death 
trap. At some points there are 
so many hazards it is difficult 
to find a clear way through, 


but that's where the fun lies. To 
get past many obstacles you 
have to be able to dodge 
quickly and jump when 
necessary, changing course in 
mid-flight. 

The marker flags are very 
important and are colour 
coded. To earn extra points, 
run over them in the correct 
order, dictated by a grid at the 
top of the screen. There are 
numerous flags of each colour 
so it is not a difficult task. You 
must also steer through gates 
and will pick up extra points if 
you successfully negotiate 
those with numbers on them. 

To jump some obstacles use 
small scattered rocks to launch 
your car into the air by just 
hitting them. If you perfect 
your technique, you should be 
able to tilt the buggy and steer 
a narrow path on two wheels. 
Watch out for tunnels and 
bridges, especially on the 
second lap. You may find a 
rival buggy making for those at 
the same time, as they are 
only wide enough for one. 

The manufacturer, Tatsumi, 
obviously belives in the maxim 
'the bigger, the better' as 
Buggy Boy is a Goliath 
amongst arcade machines — 
larger that TX-I with three 
screens giving a massive 
panoramic view of your 
thrilling ride. Three screens are 
not really necessary, but the 
sit-down cabinet certainly beats 
an upright and makes you feel 
you're getting you money's 
worth. 
































ACTION 


TANK 


opponent to bits is the winner, 
but it is no easy task and 
somehow more difficult when 
playing against a human rather 
than the computer. Perhaps 
that's because your opponent is 
less predictable. 

Metal Clash is a welcome 
change from the present craze 
of martial art simulations. 
Granted it's still hand to foot 
combat, but you can't really 
take it seriously when you see 
yourself dissolving into 
hundreds of little pieces. It's 
amusing and provides a light¬ 
hearted break from the rigours 
of more serious space battles. 


It's a welcome change to 
descend from space and, with 
your tank tracks planted firmly 
on terra firma, blast anything 
that moves in one of the old 
style arcade games. Although 
SNK's Tank is very much in the 
conventional mode it is 
nevertheless an action packed 
game. 

Starting point is from the 
deck of an amphibious landing 
craft which leads straight onto 
land and into enemy territory. 
The war is on. You mission is 
to destroy the enemy HQ which 
is, predictably, at the end of a 
long, hard trek through lakes, 
woods and around numerous 
obstacles. The route is tortuous 
— winding round buildings, 
over bridges, through town and 
jungles and at almost every 
junction there lurks a posse of 
enemy tanks. 

With guns blazing you 
disembark to be met by a 
squad of foot soldiers. 

There is not much time to 
make strategic plans as the 
enemy taks are semi- 
intelligent, and converge upon 
you if you hang around for too 
long. However, if you hide 
behind the building, you can 
pop out, fling a few bombs in 
their direction, while remaining 
safely out of harm's way. 

If you suffer too many hits 
and don't repair the damage, 
your sturdy tank starts to glow 
red a few seconds before it 
explodes. 

The joystick is an eight 
directional knob which controls 
both the direction you are 
travelling and the direction of 
the gun turret which swings in 
a 360 degree circle. I 
particularly like Tank because 
of its very simplicity. It's a 
challenge, but most importantly, 
it's one of those few games 
which is instantly playable. 


• CHOPLIFTER 

You'd better get that trigger 
finger into training if you are 
to join an elite band of pilots 
on a suicidal rescue bid. 

Your brief — to fly into 
enemy territory and pick up 32 
hostages. And if that sounds 
simple, wait for the snag. Your 
chopper can carry only eight 
passengers. On top of that, 
there is the constant worry of 
running out of fuel — if that 
should happen, you're likely to 
topple out of the sky. 

Starting point is at the heli¬ 
pad. As soon as the blades are 
whirring you can take off. It's a 
good idea to make sure of the 
controls first — I forgot myself 
in the excitement of seeing the 
chopper rise straight into the 
air and immediately crashed. 

The controls are very simple 
and the chopper responds 
instantly to your instructions. 

Fly off to the left and you will 
immediately enter the war 
zone. Enemy cannons do their 
utmost to bring you down as 
you search for the first batch of 
hostages. In the earlier stages 
it is easy to bomb the ground 
and put those out of action 
before their shots reach your 
flying space. Later on when 
| there are more of them, 
packed closer together, it 
becomes a bit of a headache. 

Enemy aircraft also do their 
bit and the same rule applies 
in the early stages. It is easy to 
dodge them or bring them 


down in flames if you are an 
accurate machine gun operator 
and fast on the joystick. 

The first prison block looks 
like a Red Cross outpost — 
very disconcerting. Knock a 
hole in the side for the 
hostages to escape and they 
will literally stream out waving 
their arms in simulated panic. 
Watch the enemy at this point, 
if the hostages are strafed by 
gun first you can hear them 
screaming — in agony? I 
wasn't impressed by that touch 
— it's a bit to realistic for fun. 

The next step is to land close 
by, at which point they will 
automatically run to the 
chopper and climb irk. Now the 
journey back to the heli-pad 
which is every bit as hazardous 
as the outward trip. 

As I mentioned earlier, the 
controls are relaistic and so is 
the animation, especially when 
the chopper turns 180 degrees 
to fly in the opposite direction. 
As it turns, you are given a 
head-on view and it is then 
that you can use your bombs. 
Those are most useful it is 
possible to hover for greater 
accuracy. Of course, if you 
hang around too long, you are 
likely to be blown up — a 
risky manoeuvre. 

Further screens include 
rescuing people from caves and 
burning warships. 

Sega's Choplifter is packed 
with action and is accopanied 
by a pacy, rousing jingle. 
Defintely a must, but not for 
the faint-hearted. 

















The officially endors 
of the ISJo.1 arcade 


Imagine Software (1984), 6 Central Street 
Manchester M2 5NS. Tel: 061-834 3939. Telex: 669977 


SPEC TRUM 48K 

795 


SPECTRUM 48K 


Mikie plays a knockout frantic farce in the classroom, locker room 
and the high school cafeteria. Hip-zap, door attack, throw balls and 
pies...but can you make him hand his love letter to his girl-friend? 

MIKIE — He's the hottest cookie in school! 


8*95 

AMSTRAD 


Imagine Software is available from selected branches of: 



,WHSMITH , WOOtWOKTH, LASKYS, Rum be lows, Greens, 


Spectrum Shops and all good dealers. 

































REPLICANT ALERT! REPLICANT ALERT! 


If you can track down and destroy the mutant marauder then you're 
in with a chance to win great prizes in the C+VG BladerunneifTau Ceti 
competition. 

CRL are giving away a Minch Phillips colour TMmonitor as top prize 
and copies of the game to the 20 runners up of Bladerunner and 20 
copies of Tau Ceti. 

All you have to do is find the way through our maze to find the 
replicant and terminate him - just as you have to in CRL's game, which 
is based on the Harison Ford film. 

The runners up will have a choice of the Bladerunner gam which 
is out on the CBM 64 or Tau Ceti on the Spectrum, a complex game 
combining elements of Elite, Impossible Mission and 3D Tank Duel. 

Right, getting tracking. 


C+VG BLADERUNNER COMPETITION 


NAME _ 
ADDRESS 


ROUTE___ 

Please tick which game you would like. 

Bladerunner CBM 64 Q Tau Ceti Spectrum Q 

Send your entry to Bladerunner/Tau Ceti Competition, Computer + 
Video Games, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 
The closing date is 16th February and the editor's decision is final. 
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__many people computers are magical 

) objects. They are capable off fantastic feats, 

_ spellbinding illusions, dazzling tricks and 

powerful pieces off prestidigitation. 

Now conjuror David Hambley has combined 
his talents as a magician with his self-taught 
computer programming skills to become what is 
believed to be the only magician in the world to 
use a home computer in a commercial magic act. 

And the computer which co-stars in David’s art 
is none other than the humble Spectrum. 

So successful has the computer act been that 
David - nicknamed The Micro Wizard by the 
Magic Circle — has produced a collection off 
Spectrum tricks which he hopes will soon 
become commercially available. 

Called The Magic Box, it is the result off 500 
programming hours and will allow Spectrum 
owners to perform a one hour magic show. 

He has also written a 40,000 word booklet to 
accompany the package. 

David, 31, recently visited C+VG’s discreet and 
very exclusive cabaret club situated at the back 
off the computer room where the glitz and the 
glam off the software world are frequently enter¬ 
tained, to give a private show off his micro magic. 

And very impressive it is. The tricks cover Tele¬ 
pathy, ESP, card tricks and that old favourite 
where you “think off a number” and the computer 
knows it. Very baffling. 


David became interested in 
magic when he was a young 
lad and before long he was 
performing card tricks at 
school. At 16 he entered the 
Magic Circle’s Young Magician 
of the Year competition and 
shortly afterwards turned 
semi-professional. 

In August 1984 he turned 
fully professional. “I had to,” he 
said, “I couldn’t keep two jobs 
going. If I hadn’t done it I might 
never have done and would 
have regretted it.” 

Besides his cabaret work, 
David has appeared on tele¬ 
vision programmes such as 


Pebble Mill at One, Video and 
Chips and the Book 
Programme. 

In 1982 David bought a 
Sinclair ZX81 to help run his 
business accounts and 
bookings. 

As his self-taught pro¬ 
gramming skills developed, 
David hit on the idea of using 
the computer to perform simple 
tricks. 

The result was that later in 
1982 he published what is 
thought to be the world’s first 
book on magic and the micro¬ 
computer called Computer 
Magic with the ZX 81. “It sold 
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fairly well,” said David, “but at 
that time it was a very limited 
market.” 

In late 1983 David won a 
Spectrum 48K. “I was able to 
upgrade the tricks, incorporate 
colour and high-resolution 
graphics.” 

It was about this time that 
David took a gamble and 
started using the computer on 
stage. “I wanted something 
different, something novel. I 
knew there was an interest in 
computer magic so I decided to 
incorporate it into the act.” 

Because David did all the 
programming himself, he was 
nicknamed “The Micro Wizard” 
by fellow members of the Magic 
Circle. 

David is careful not to let the 
computer take over the act and 


hold centre stage. 

“I don’t try and make the 
computer the main focal point. 
I’m still the magician. I use it 
as another prop. I still have the 
magical knowledge. Anybody 
can do the trick, but can they 
make it entertaining. 

“I want to see the use of 
computers grow within the 
magic fraternity,” said David. 
“It’s slowly getting there.” 

But right now magic seems 
to be growing in the computer 
fraternity. David’s magical 
display has so far inspired an 
unknown member of C+VG’s 
staff to try some micro magic. 
And if we ever find out who 
tried to saw a Spectrum in half 
and couldn’t get it back 
together, they’re fired! 


[twentvonecardtrick] 
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Amaze your friends with some choose one of the cards and j 
marvellous micro magic. memorise it without telling the I 
Magician David Hambley magician. He then is asked to I 
has written this version of the press key one, two or three to j 
twenty-one card trick for the indicate which rote the chosen I 
Spectrum. card is in 

Once the trick is pro- The computer then shuffles! 
grammed in, everything is dead and re-deals the cards and the i 


is 


I easy. All you have to do 
perfect your stage patter. 

Three rows of cards will be 
displayed on the screen, all face 


spectator is then asked to say | 
which row his chosen card is 
now in. This repeated just once 
more whereupon the computer S 


- ' -- ^ vvucicupuii uie cumpuier 

up with seven cards in each suddenly displays the card that 


I row. 
Your 


“victim” then has to 


was originally chosen. 
Just like magic! 


10 REM THE 21 CARD TRICK 

20 CLEAR : GO SUB 490 

30 LET a*="4H AD 7C 6C 8H 3D 2 


40 LET b*="KC 5H 6H JD QD 9C 7 


50 LET c*="AH 2D 7D JC 9D 4C 


60 FOR q=l TO 3 
70 CLS s PRINT ' INK 4;“ 
SIMPLY THINK OF A CARD." 

80 PRINT AT 5,5; FLASH 1; INK 
2;"1"; FLASH 0;" "; INK 1;a* 

90 PRINT AT 10,5; FLASH 1; INK 
2; "2"; FLASH O; " ••; INK 1; b* 

100 PRINT AT 15,5; FLASH 1; INK 
2;"3"; FLASH O;" "; INK l;c* 

110 PLOT 53,144: INK O: DRAW 16 
7,0: DRAW 0,-24: DRAW -167,0: DR 
AW 0,24 

120 PLOT 53,104: INK O:' DRAW 16 
7,0: DRAW 0,-24: DRAW -167,0: DR 
AW 0,24 

130 PLOT 53,64: INK O: DRAW 167 
,0: DRAW 0,-24: DRAW -167,0: DRA 
W 0,24 

141 FOR z=53 TO 197 STEP 24: PL 
OT z,144: DRAW 0,-24: NEXT z 
151 FOR z=53 TO 197 STEP 24: PL 
OT z,104: DRAW 0,-24: NEXT z 
161 FOR z=53 TO 197 STEP 24: PL 
OT z,64: DRAW 0,-24: NEXT z 
170 PRINT AT 19,5;"ENTER WHICH 
ROW IT IS IN" 

180 LET z*=INKEY* 

190 IF z*="l» THEN LET d*=b*+a 
*+c*: GO TO 230 

200 IF z*="2“ THEN LET d*=a*+b 
*+c*: GO TO 230 

210 IF z*="3" THEN LET d*=b*+c 
*+a*: GO TO 230 
220 GO TO 180 

230 LET a*=d*(l TQ. 3)+d*(10 TO 
12)+d*(19 TO 21)+d*(28 TO 30)+d* 
(37 TO 39)+d*(46 TO 48)+d*(55 TO 
57) 

240 LET b*=d*(4 TO 6)+d*(13 TO 
15)+d*(22 TO 24)+d*(31 TO 33)+d* 
(40 TO 42)+d*(49 TO 51)+d*(58 TO 
60) 

250 LET c*=d*(7 TO 9)+d*(16 TO 
18)+d*(25 TO 27)+d*(34 TO 36)+d* 


( 63) T ° 45>+d * (52 T0 54)+d*(61 TO 

260 NEXT q 

270 CLS : LET y=10: LET x*=0 
280 INK 3: LET t*=" YOUR CARD I 
S. " 

290 GO SUB 360 

300 LET t*=b*(10 TO 11) 

310 PLOT 151,79: INK O: DRAW O, 
41: DRAW 26,0: DRAW 0,-41: DRAW 
-26,0 

320 FOR x=7 TO 11: PRINT INK 2 
; FLASH IfAT x,19;" UUU "; NEXT x 
330 PAUSE 50: FOR x=7 TO 11: PR 
INT AT x,19;" ": NEXT x 

340 PRINT AT 7,19; FLASH 1; INK 
l;t*;AT 9,20; INVERSE 1; INK 3; 
t*;AT 11,19; INVERSE O; INK 2;t* 
350 PRINT AT 20,0;"PRESS ANY KE 
Y TO CONTINUE.": PAUSE O: CLS : 
GO TO 10 

360 REM *************** 

370 LET base=PEEK 23606+256*PEE 
K 23607 

380 FOR c=l TO LEN t* 

390 LET cde=CODE t*(c> 

400 LET address=base+8*cde 
410 FOR r=0 TO 15 STEP 2 
420 POKE USR "s"+r,PEEK address 
430 POKE USR "s"+r+l,PEEK addre 


440 LET address=address+1 
450 NEXT r 

460 PRINT AT y,x+c-l;CHR* 162;A 
T y+1,x+c—1;CHR* 163 
470 NEXT c 
480 RETURN 

490 REM *************** 

500 RESTORE 550: FOR n=l TO 5: 
READ k* 

510 FOR f=0 TO 7 

520 READ a: POKE USR k*+f,a 

530 NEXT f: NEXT n 

540 RETURN 

550 DATA "u",87,155,87,155,87,1 
55,87,155 

560 DATA M h" , O, O, 54,62, 28, 8, O, O 
570 DATA "d",O,0,8,28,62,28,8,0 
580 DATA "c", O, O, 28, 42,62, 42,8, 


590 DATA "s",0,0,8,28,62,54,8,0 
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ATARI 

CASS 

DISK 

COMMODORE 

CASS 

DISK 

RESCUE ON FRACTALUS 

7.30 

11.10 

SUPERMAN 

7.30 


TAPPER 

6.50 


BLADERUNNER 

8.95 


SEVEN CITIES OF GOLD 


11.10 

GREAT AMERICAN ROAD RACE 

7.50 


RED MOON 

5.00 


PINBALL CONST. SET 


11.10 

MERCENARY 

7.30 


MAIL ORDER MONSTERS 


11.10 

MURDER ON THE ZINDERNUEF 


11.10 

RACING DESTRUCTION SET 


11.10 

BALL BLAZER 

7.30 

11.30 

EXPLODING FIST 

7.30 

11.10 

GREAT AMERICAN ROAD RACE 

8.10 

11.10 

SEVEN CITIES OF GOLD 


11.10 

PINBALL CONSTRUCTION SET 


11.10 

ELITE 

11.00 

13.20 

MUSIC CONSTRUCTION SET 


11.10 

RUPERT AND THE TOYMAKER 

7.30 


KENNEDY APPROACH 

7.30 

11.20 

FRANK BRUNOS BOXING 

5.75 

10.50 

ARCHON 

8.75 

11.10 

LITTLE COMPUTER PEOPLE 

7.30 


ONE ON ONE 

7.30 

10.70 

BLOCKBUSTERS 

6.50 


CHOP SUEY 

6.50 

9.50 

KENNEDY APPROACH 

11.50 

14.30 

MR DO 

7.75 


SKY FOX 

7.45 

9.70 

BLUE MAX 2001 

7.75 


MONTY ON THE RUN 

7.00 

9.50 

M.U.L.E 

8.95 

11.10 

SPY Vs SPY II 

7.30 

1.1.20 

HACKER 


11.20 

TERRORMOLNOS 

5.75 


AMSTRAD 



MSX 


CART 

EXPLODING FIST 

7.30 


YIE AR KUNG FU II (new) 


12.30 

BEACH HEAD 

7.30 


HYPER RALLY (new) 


12.30 

FRANK BRUNOS BOXING 

6.50 

10.70 

BOXING (new) 


12.30 

OUN DURACH 

7.30 


SOCCER (new) 


12.30 

MORDONS QUEST 

5.00 


GHOSTBUSTERS 

9.30 


JUMP JET 

7.30 


BOULDERDASH 

5.95 

12.30 

A VIEW TO A KILL 

8.00 


TIME PILOT 


ALIEN 8 

7.30 


LE MANS 

7.50 


BOULDERDASH 

7.30 


DECATHLON 

9.30 


ROBIN OF SHERWOOD 

7.30 


BEAMRIDER 

8.75 


LORDS OF MIDNIGHT 

8.00 

11.20 

THE HOBBIT 

11.00 


HIGGINS SNOOKER 

7.00 

10.00 

PINBALL 

5.75 


ARCHON 

9.50 


THE WRECK 

11.00 


BBC 

6.00 

6.50 


RIVER RAID 

SORCERY 

8.85 

7.00 


DAMBUSTERS 

JUMP JET 


SPECTRUM 



COMBAT LYNX 

6.50 


INTERNATIONAL KARATE 

5.00 


SCRABBLE 

11.20 


SPY HUNTER 

6.35 


MONOPOLY 

11.20 


FIGHTING WARRIOR 

6.50 


THE HOBBIT 


15.50 

ONE ON ONE 

6.50 


ALIEN 8 

7.75 


FRANK BRUNOS BOXING 

5.20 


DESIGNERS PENCIL 

9.50 


INTERNATIONAL BASKETBALL 

4.80 


GREMLINS 

6.00 


FAIRLIGHT 

7.25 


SPIDERMAN 

6.00 


UNDERWURLDE 

7.25 


RED MOON 

5.20 


TERRORMOLINOS 

6.50 


ELITE 

11.00 

14.00 

YIE AR KUNG FU 

6.50 


Please state name, address, title and micro clearly with 

order. 



Postage included UK. Overseas add £1 per order. 
Send s.a.e for software list. Cheques/POs payable to: 

J.J.B. SOFTWARE SERVICE 

14 Loraine Crescent, Darlington, 

Co. Durham DL1 5TF 
TEL (0325) 288102) 



His Knee Drops can really put a guy’s 
nose out of joint. 




IROCKHI 

WRESTLE 




SHEKHANA COMPUTER SERVICES 


***SPECTRUM*** 

ELITE 

STAR QUAKE 
SOWRDERONS (ELINDOR) 

LORD OF THE RINGS 
FAIRLIGHT 

SHADOWFIRE-TUNER 
ROBIN OF THE WOODS 
SUPERMAN 

KNIGHTSHADES (Ultimate) 
FRANKIE GOES TO H'WOOD 
ANIMATED STRIP POKER 
KNIGHT LORE 

WAY OF THE EXPLODING FIST 

BIG DADDY ROCK+WRESTLE 

GYROSCOPE 

F. BRUNO'S BOXING 

ASTRO-CLONE 

DR. WHO 

WHAM THE JUKE BOX 

FIGHTER PILOT 

WORLD SERIES BASKETBALL 

INTER. KARATE 

HYPERSPORTS 

MONTY ON THE RUN 

SHADOW OF THE UNICORN 

WORM IN PARADISE 

THEY SOLD A MILLION 

MARSPORT 

SHADOWFIRE 

INTERNATIONAL BASKETBALL 
IMPOSSIBLE MISSION 
SHADOWFIRE II—ENIGMA FORCE 
BOUNCES (CRISES 3000) 
CRITICAL MASS 
ALIEN 8 
BOUNTY BOB 
MINI OFFICE 

DIARY OF ADRIAN MOLE 
YIE AR KUNG FU 
SCOOBY DOO 
COMMANDO 

ANY MASTERTRONIC TITLE 

HOBBITT 

ARNHEM 

MONOPOLY 

•RETURN TO OZ 

WINTER GAMES 

BEACH-HEAD II 

DALEY TOMS SUPERTEST 

FIGHTING WARRIOR 

TERRORMOLINOS 

ARCADE HALL OF FAME 

BACK TO SKOOL 

MINDSHADOW 

FRIDAY THE 13TH 

TOMAHAWK 

TAU CETI 

SWORDS & SORCERY 
SWEEVO'S WORLD 


RRP 

OUR 

PRICE 

***SPECTRUM*** 

RRP 

14.95 

11.95 

ROLLER COASTER 

6.95 

7.95 

5.95 

THREE WEEKS IN PARADISE 

9.95 

9.95 

7.50 

WINTER SPORTS 

7.95 

15.95 

12.95 

CYBER RUN (Ultimate) 

9.95 

9.95 

7.50 

GUN FRIGHT (Ultimate) 

9.95 

— 

3.99 

1, OF THE MASK 

9.95 

9.95 

7.50 

SURF CHAMP 

12.95 

9.95 

7.50 

ROBOT MESSIAH 

7.95 

9.95 

7.50 

MUGSY'S REVENGE 

7.95 


9.95 

6.95 

9.95 

8.95 

8.95 

7.95 

6.95 

7.95 
14.95 

9.95 

7.95 
7.95 
6.50 
7.95 

7.95 
14.95 

9.95 
9.95 
9.95 

9.95 

5.99 

7.95 

9.95 

9.95 

8.95 

9.95 

7.95 

5.95 

9.95 

7.95 

6.95 

7.95 

1.99 
14.95 

9.95 
9.95 

9.95 

7.95 

7.95 

6.95 

7.95 

7.95 

9.95 

6.95 

9.95 

8.95 

9.95 
9.95 

9.95 

7.95 


7.50 

5.75 
7.50 

6.75 
6.75 
5.95 

5.25 
5.95 

13.50 
7.50 
5.90 
5.95 
4.99 

6.75 
5.95 

11.95 

7.50 

7.50 

7.50 

7.50 

4.75 
5.95 
7.50 
7.50 

6.75 
7.50 
5.95 

4.99 
7.50 
5.95 
5.25 

5.95 

1.99 

11.25 

7.95 

7.50 

7.95 

5.95 
5.95 

5.50 
5.95 
5.95 

7.50 

5.50 

7.50 
6.75 
7.50 
7.50 
7.50 
5.95 


ANY MASTERTRONICS MAD GAMES 2.99 
SUPER SLEUTH 7.95 

ARTIST II 12.95 

***AMSTRAD*** 

FIGHTER PILOT (DISK) 13.95 

HIGHWAY ENCOUNTER 8.95 

SUPERMAN 9.95 

INTER. BASKETBALL 5.99 

SPY V SPY 9.95 

RAID (OVER MOSCOW) 9.95 

ARNHEM 9.95 

DR. WHO 14.95 

FRANK BRUNO'S BOXING 8.95 

MARSPORT 9.95 

WAY OF EXPLODING FIST 9.95 

CYRUSS II CHESS 9.95 

SORCERY + (DISK) 13.95 

LORD OF THE RINGS 15.95 

SCOOBY DOO 8.95 

DUN DARACH 9.95 

THEY SOLD A MILLION 9.95 

YIE AR KUNG FU 8.95 

FIGHTING WARRIOR 8.95 

BIG DADDY ROCK+WRESTLE 9.95 

LORDS OF MIDNIGHT (DISK) 13.95 

3D BOXING 9.95 

3D GRAND PRIX 9.95 

GLEN HODDLE FOOTBALL 8.95 

BRUCE LEE 9.95 

IMPOSSIBLE MISSION 9.95 

MINI OFFICE 5.95 

LORDS OF MIDNIGHT 8.95 

MONTY ON THE RUN 8.95 

SCRABBLE 9.95 

FRIDAY THE 13TH 8.95 

RAMBO 8.95 

GYROSCOPE 8.95 

COMMANDO 9.95 

EXPL. FIST/FIGHTING WARRIOR (D) 19.95 

HYPERSPORTS 9.95 

LORD OF THE RINGS 15.95 

***BBC*** 

GYROSCOPE 8.95 

COMMANDO 9.95 

NIGHTSHADE (Ultimate) 9.95 

SPY HUNTER 9.95 

WORM IN PARADISE 9.95 

EXPLODING FIST 9.95 

YIE AR KUNG FU 9.95 


OUR 

PRICE 

5.50 

7.50 
5.95 
7.50 

7.50 
7.50 

10.99 

5.95 

5.95 

2.99 

5.95 
10.99 

11.95 

6.75 

7.50 

4.99 
7.50 
7.50 

7.95 

13.50 
6.75 

7.50 
7.50 
7.50 

11.50 

11.95 
6.75 
7.50 
7.50 
6.75 
6.75 
7.50 

11.50 
7.50 
7.50 
7.50 
7.50 

7.95 
4.99 
7.50 

6.95 

7.95 
6.75 
6.75 
6.75 
7.50 

17.95 
7.95 

12.95 

7.50 

7.95 

7.50 

7.50 

7.50 

7.50 

7.50 


***COMMODORE*** 

LORDS OF THE RINGS 
LORD OF THE RINGS (DISK) 

BIG DADDY ROCK+WRESTLE 
ELITE 

WIZARDRY 

SUMMER GAMES II (CASS) 
BEACH-HEAD II 
DR. WHO 
DR. WHO (DISK) 

DIARY OF ADRIAN MOLE 
SUPERMAN 
F. BRUNO'S BOXING 
F. BRUNO'S BOXING (DISK) 
SHADOWFIRE II - ENIGMA FORCE 
DONALD DUCKS PLAYGROUND 
SUPER ZAXXON 
BLUE MAX 2001 
INTERNATIONAL SOCCER 
ULYSSES GOLDEN FLEECE (D) 
WORM IN PARADISE 
SABREWULF 

LUCIFERS REALM (DISK) 

AZIMUTH HEAD ALIGNMENT 
MICKY MOUSE (DISK) 
UNDERWURLDE 
SHADOWFIRE TUNER 
FIGHTING WARRIOR 
WINTER GAMES 
WINTER GAMES (DISK) 

SPY V SPY II 
FIGHTER PILOT 
PITSTOP II 

WINNER THE POOH (DISK) 
STARION 

MONTY ON THE RUN 
FIGHTNIGHT 
FIGHTNIGHT (DISK) 

THE GOONIES 
THE GOONIES (DISK) 

ZORRO 

ANY MASTERTRONIC TITLE 
QUICK SHOT II - JOYSTICK 
ELITE (DISK) 

CRITICAL MASS 
EXPLODING FIST (DISK) 

HOBBIT 

NEXUS 

PARADROIO 

DESERT FOX 

THE YOUNG ONES 

THEY SOLD A MILLION 

RACING DESTRUCTION (DISK) 

ARCADE HALL OF FAME 

EUREKA 

IMPOSSIBLE MISSION 
WAY OF EXPLODING FIST 
MERCENARY 
MERCENARY (DISK) 

QUAKE MINUS 1 


OUR 
RRP PRICE 

15.95 12.95 


19.95 

9.95 

14.95 
9.95 
9.95 
9.95 

14.95 

17.95 
9.95 

9.95 

7.95 

12.95 

9.95 

9.95 
9.95 
9.95 

14.95 
14.95 

9.95 

9.95 
14.95 

8.95 
14.95 

9.95 

9.95 

9.95 

14.95 

9.95 
9.95 
9.95 

12.95 
9.95 
9.95 
9.95 

14.95 

9.99 

14.95 

9.95 

1.99 

17.95 

8.95 

14.95 
14.95 

9.95 

7.95 

9.95 

7.95 

9.95 
14.95 

9.95 

14.95 
9.95 
9.95 
9.95 

12.95 
9.95 


17.95 

7.50 

11.25 

7.50 

7.50 

7.50 

13.50 

15.50 
7.50 
7.50 
5.90 

9.95 
7.50 
7.50 
7.50 
7.50 

11.25 

11.95 
7.50 
7.50 

11.95 

7.50 

11.95 
7.50 

3.99 
7.50 
7.50 

11.25 

7.50 

7.50 

7.50 

10.99 

7.50 

7.50 

7.50 

11.25 

7.50 

11.25 

7.50 

1.99 

8.99 

14.95 
6.75 

11.95 
11.25 

7.50 

5.95 

7.50 

5.95 
7.50 

11.25 

7.50 

4.99 
7.50 
7.50 
7.50 

9.95 
7.50 


***COMMODORE*** 

MINI OFFICE 

LITTLE PEOPLE DISCOVERY KIT 
COLOSSUS CHESS 4.0 
SCOOBY DOO 
MASQUERADE (DISK) 

COMMANDO 

IMHOTEL 

DRAGONSKULLE (Ultimate) 

OUTLAW (Ultimate) 

LITTLE COMPUTER PEOPLE 

SKOOLDAZE 

BAULBLAZER 

YIE AR KUNG FU 

MUGSY'S REVENGE 

THE YOUNG ONES 

ZOIDS 

MINDSHADOW 
RAMBO 
KNIGHTRIDER 
RETURN TO OZ 

ANY MASTERTRONIC MAD GAMES 

TRANSFORMERS 

GYROSCOPE 

SCARA BEUS 

★★★COMMODORE C16*** 
AIRWOLF 

DALEY TOMS STAR EVENT 
STEVE DAVIS SNOOKER 
WORLD SERIES BASEBALL 
C16 CLASSICS (4 GAMES) 

★★★MSXVHHt 
WORM IN PARADISE 
THE HOBBITT 
NIGHTSHADE 
KNIGHTLORE 
ALIEN 8 
HYPERSPORTS 

■kirkMMMrirk 
DIARY OF ADRIAN MOLE 
SUPERMAN 
WORM IN PARADISE 
BEACH-HEAD (DISK) 

SPY HUNTER 
STRIP POKER 
BALLBLAZER 

SUMMER GAMES I (DISK) 
MERCENARY 
MERCENARY (DISK) 

SPY VS SPY 
AIR WOLF 
FIGHTER PILOT 
SPITFIRE 40 

GRAPHIC ADVENTURE CREATOR 
THE GOONIES 


RRP 

OUR 

PRICE 

5.95 

4.99 

14.95 

11.95 

9.95 

7.95 

7.95 

5.95 

14.95 

11.95 

9.95 

7.50 

9.95 

7.50 

9.95 

7.50 

9.95 

7.50 

9.95 

7.50 

6.95 

5.50 

9.95 

7.50 

8.95 

6.75 

8.95 

6.75 

7.95 

5.95 

8.95 

6.95 

9.95 

7.50 

8.95 

6.75 

8.95 

6.75 

9.95 

7.50 

> 2.99 

2.99 

8.95 

6.75 

8.95 

6.75 

9.95 

7.50 

6.95 

5.95 

6.95 

5.95 

7.95 

6.95 

7.95 

6.50 

9.95 

8.50 

9.95 

7.95 

14.95 

11.95 

9.95 

7.95 

9.95 

7.95 

9.95 

7.95 

14.95 

12.95 

9.95 

7.95 

9.95 

7.50 

9.95 

7.50 

14.95 

11.95 

9.95 

7.50 

9.95 

7.50 

9.95 

7.95 

14.95 

11.50 

9.95 

7.50 

12.95 

9.95 

9.95 

7.50 

9.95 

7.50 

9.95 

7.50 

9.95 

7.50 

22.95 

19.99 

9.95 

7.95 


ALL PRICES INCLUDE P&P IN U.K. EUROPE ADD £1.00 PER TAPE. ELSEWHERE AT COST 
CHEQUES/POs PAYABLE TO: S.C.S., DEPT. CVG 4, PO BOX 394 LONDON N 15 6JL. TEL: 01-800 3156. SAE FOR LIST. 

PLEASE STATE MACHINE IN YOUR ORDER. * PLEASE RING FOR AVAILABILITY. BARCLAYCARD AND ACCESS HOTLINE RING 01-631 4627 ONLY. 

GOODS DESPATCHED SAME DAY - SUBJECT TO AVAILABILITY. COME AND SEE THE LATEST GAMES ON VIDEO FROM BULLETIN 1000 

IF YOU WOULD LIKE TO PICK UP YOUR DISCOUNT SOFTWARE FROM 0UF1*SHOP*PLEAS *BRING YOUR COPY OF THIS ADVERT TO: “COMPUCENTRE, UNIT 5, 
221 TOTTENHAM COURT ROAD, LONDON W1" (NEAR GOODGE ST. STATION). OPEN 6 DAYS A WEEK 9.00AM-18.00PM. 























ITS NOT MUCH FUN 
BEING A SLAVS... 


SO / TRAINED LIKE MAD 
TO SB A GLADIATOR 


/ WAS SHAKING LIKE 
A LSAF IN MV FIRST FIGHT,. 


SUT I SOON GOT 
TUB KNACK 


THE THUMBS UP MEANT 
/ WAS THE EMPEROR'S 
CHAMPION! 


MV FREEDOM AT LAST! 
BUT CAN VOU BEAT ME*. 


^GLADIATORS- 


Spectrum 48K at £8.95 

Choose from 
45 weapons and 
fight for your freedom domark 



Name _ 
Address 


Write enclosing £8.95 (inc. p+p) to 
204 Worple Road, London SW20 8PN 
or telephone with your credit 
card number on 01-947 5624. 














































JMESSIM\ 


Are you praying for deliverance from the cunningly 
complicated caverns in Alphabatim’s 152 screen 
arcade adventure Robot Messiah? Fear not! Your 
faith in C+VG is not misplaced. 


of level one of the game plus some general 
hints which should help you move deeper 
, into the adventure. 
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Helpful Hints 

The three envelopes that must be 
collected are located in level three of 
the game 

These must be collected and then 
returned to the Master Computer 
which is found in the caverns. 

You can only carry three objects at a 
time and you will need to carry a 
Power Supply Unit to enable you to 


work the teleport in the Tfest Centre, to 
return to the caverns. Carrying the gun 
is very useful and you will have to 
return to the Tbst Centre at least once 
more So do not eat food recklessly, 
although some of it will be replaced, 
there will not be enough unless you are 
frugal. 

The only route to the Tfest Centre is 
by using the buggy and the only return 
route is via the teleport. The buggy is 


situated beyond the traffic lights and 
the moving conveyor belt at the 
bottom of the caverns. 

There are two sets of traffic lights in 
the game, one at either end of the 
tunnel. For the traffic lights to change 
from red to green, you will need two 
objects which are hidden in the 
caverns. So as not to make this map a 
giveaway we have removed these 
objects. 


The gun has been dropped in a place 
where it is not usually found. Once you 
have picked up the gun, to operate it 
you then collect the numerous bullets 
which are scattered around the game. 
Each bullet is worth twelve shots, but 
once more, do not pick them all up at 
onca 
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© UNIVERSAL CITY STUDIOS INC. 


Available on Spectrum 48K Plus, Commodore 64 
and Amstrad from Electric Dreams Software 
31 Carlton Crescent, Southampton, Hampshire 
SOI 2EWTel: (0703) 229694 





























MEGASAVE FANTASTIC SAVINGS 


SPECTRUM 


Spy Hunter.5.50 

Pole Position.6.85 

Hyper Sports.5.95 

F.B. Boxing.5.25 

Exploding Fist.6.95 

Highway Encounter..5.95 
Basketball Int. (Elite)4.95 

Fairlight.7.50 

Scooby Doo.5.25 

Monty on the Run...5.95 
Robin of the Wood..7.50 

Geoff Capes.5.95 

Superman.7.50 

Elite.11.25 

I of the Mask.7.50 

Blade Runner.6.95 

Fighting Warrior.5.95 

Shadow of Unicorn11.25 

Winter Sports.7.50 

Bounce.7.50 

Zoids.5.95 

Impossible Mission..5.95 

Starquake.5.95 

Doctor Who.11.50 

Critical Mass.6.75 

Sold a Million.7.50 

World Basketball.5.95 

3 Weeks in Paradise7.50 
Lord of the Rings... 12.50 

Commando.7.50 

Sir Fred.7.50 

Back to Skool.5.25 

Enigma Force.7.50 

Swords & Sorcery...7.50 
Mugsy's Revenge....5.95 

Rock 'n' Wrestle.6.75 

Tomahawk.7.50 

Gyroscope.5.95 

Cyberun.7.50 

Robot Messiah.5.95 

Friday the 13th.6.75 

Wham's Music Box..7.50 

Saboteur.6.75 

Roller Coaster.5.25 

Super Sleuth.5.95 

Young Ones.5.95 

Arc of Yesod.7.50 

Wartoad.5.95 

Mikie.5.95 

Yie Ar Kung Fu.5.95 

Knight Rider.5.95 


Rambo.5.95 

Streethawk.5.95 

Transformers.5.95 

Never Ending Story..7.50 

Spitfire 40.7.50 

Ping Pong.5.95 

Gladiator.6.75 

I.C.U.P.S.6.75 

Spellbound.2.99 

Finest Hour.7.50 

Dath Wake.5.95 

Gun Fright.7.50 

Pentagram.7.50 

Nomad.5.95 

Flintstones.5.95 

Arena.7.50 

Winter Games.5.95 

Thing.5.95 

Desert Rat.7.50 

Superbowl.7.50 

Office Master.12.50 

McGuigan's Boxing..5.95 

Zorro.5.95 

Goonies.5.95 


COMMODORE 64 

Impossible Mission..7.75 


Shadowfire.6.95 

Elite.11.00 

Basketball.4.95 

Pitstop II.7.85 

F.B. Boxing.5.95 

Exploding Fist.7.50 

Blackwyche.7.50 

Beach-head II.7.50 

Summer Games II....7.50 

Sky Fox.7.50 

Mercenary.7.50 

Terromolinos.5.50 

Zorro.7.50 

Zoids.6.75 

Batalyx.7.50 

Scooby Doo.5.95 

Crazy Comets.5.95 

Karateka.8.00 

Starion.7.50 

Monty on the Run...7.50 

Geoff Capes.6.75 

Robin of the Wood..7.50 
Superman.7.50 


Battle of Britain.7.50 

Bladerunner.6.75 

Fighting Warrior.5.95 

Spy vs Spy II.7.50 

Nexus.7.50 

Bounce.7.50 

Racing Destruction..9.75 
Pinball Construction.8.95 

Summer Games 1.7.50 

Winter Games.7.50 

Mail Order Monster..9.75 

Night Fights.7.50 

Goonies.7.50 

Harvey Smith.6.85 

Doctor Who.11.50 

Sold a Million.7.50 

Comp. People (dk). 11.50 

Ball Blazer.7.50 

Who Dares Wins.5.95 

Wizard.9.75 

Commando.7.50 

Lord of the Rings... 12.50 

Skool Daze.5.25 

Enigma Force.7.50 

Swords & Sorcery...7.50 
Mugsy's Revenge....6.75 

Rock & Wrestle.7.50 

Little Comp. People.7.50 

Yak's Progress.7.50 

Friday the 13th.6.75 

Roller Coaster.5.95 

Gyroscope.6.75 

Koronis Rift.8.00 

Young Ones.5.95 

Elektra Glide.6.75 

Arc of Yesod.7.50 

Ping Pong.5.95 

I.C.U.P.S.5.95 

Death Wake.5.95 

Flintstones.5.95 

Arena.7.50 

Outlaws.7.50 

Dragon Skulle.7.50 

Time Tunnel.7.50 

Desert Fox.7.50 

Superbowl.7.50 

Revs.11.25 

Hardball.7.50 

Wild West.8.00 

Lords of the West...7.50 

Sci-Fi.7.50 

Laser Basic.15.00 


Postage included U.K. Please state which micro. Fast Service. 
Send cheque/PO to: MEGASAVE, Dept. CVG, 76 Westbourne Terrace, 
London W2 



Mick’s Headbutts will really grab you. 
No butts about it! 



WRESTLE 




SUPER VALUE 


A unique collection of 31 colour cards 
together with a super plastic wallet to keep 
them in. 

Each card features one of the biggest stars in 
England and Scotland - and on the reverse 
you’ll find facts, figures and fun stories to 
fascinate you. , 

YOUR FIRST SIX CARDS - PLUS WALLET - FREE 
WITH THE JANUARY 25TH ISSUE 

It’s a really original free gift that no fan will 
want to miss. 

PLUS 

Great colour posters of the top players. 
Match Facts - the world’s greatest results 
service. 

On-the-ball features and news stories. 

Don’t miss out - place and order with your 
newsagent for Britain’s most sought-after 
football weekly. 

Only 42 p 

JANUARY 25TH ISSUE 


ON SALE NOW 
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Got a problem? Feel the need of 
a bit of help and assistance? Then 
why not write, to the Bug Hunters 
at Computer + Video Games, 
Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. 


0 REM SUPER FAST LOADER FOR THE CBM 64 

1 REM BY LUC PYCKE 

2 LP-Oi CVG-50000:POKE666.2lPOKE53280.llP 
OKE53281,1 

3 PRINTCHR6(147)IPRIHT t PRINT"PLEASE WAIT' 
..."iPRINTtPRINT 

10 FORI-CV<JTOCVQ+696l READAtLP«LP*Al POKEI 
,At NEXT 

20 DATA169.91.161.8.3.169.195.141.9.3.96 
,32,115.0,240,4.201.95.240,3.76.231 
30 DATA167.32,115.0.201.83.240.11.201.76 
.260,16.201.86.240.21.76.8.175.32 
40 DATA115.0.32.240.195.76.174.167.32.11 

5.0.32.224.196.76.176.167.32.115.0 
50 DATA32.227.196.76.174.167.0.0.0.0,0.0 

. 0.0,0,0,0,0.83. 85.80.69.82.77.79 
60 DATA78.32.54.52.13.0,0.0.0.0.0,0.0.0. 
0 , 0 , 0 . 0 . 0 . 0 , 0 , 0 , 0 . 0 , 0 . 0 , 0 . 0 , 0 , 0,0 
70 DATA0.0.0.0.0.0.0.0.0.0.0. 0.0.0.0, 0.0 
,0,0,0,0.0,0,0,0,0,0.0,0,0.0,0.0.0 
80 DATA0,0.0.0.0.0.0.O.162.5.134.171.32. 
212.225.162.4,181.42.149.171.202.208 
90 DATA249.32.56.248.32.143.266.32.125. 1 
96.32.165.196.165.185.26.105.1.202 
100 DATA32.177.196.162.8.185.172.0. 32.17 
7,196,162,6.200.192.5.236.208.242.160 
110 DATA0.162.4.177.187.196.183.164.3.16 
9,32,202.32,177.196.162.5.200.192.187 
120 DATA208.237.169.2.133.171.32.145.196 
.152.32.177.196.132.215.162.7.234.177 
130 DATA172.32.177.196.162.3.230.172.208 
. 4.230.173.202.202.165,172.19 T ,174 
140 DATA165.173.229.175.144.231.234.165. 
215.32.177.196.162.7.136.208.246,200 
150 DATA132.192.88,24.169.0,141.160,2.76 
.167.252.160.0.132.192.173.17.208.41 
160 DATA239.161.17.208.202.208.253.136.2 
08.250.120.96.160.0.169.2.32.177.196 
170 DATA162.7.136.192.9.208.244.162.5.19 
8.171.208.238.152.32,177.196.162,7 
180 DATA136.208.267.202.202.96.133.189.6 


9,215.133.215.169.8,133.163.6.189.165 
190 DATA1.61.247.32.211.196.162.17.234.9 
.8.32.211.196.162,14.198,163.208,233 
200 DATA96.202.208.253.164.5.162.11.202. 
208,253.133.1.96.162,0.44,162,1,166 
210 DATA43.165.46.134.10,134.147.132.195 

.133.196.32.212.225.32.253.196.32.122 

220 DATA225.76.116,166.32.97.197.165.171 

,201.2.240.8.201.1.208.243.165.185 

230 DATA240.10.173.60.3.133.195.173.61.3 

,133.196.32.80.247.32.228.255.240.251 

260 DATA32.66,168.166,183.240,11.136.177 

.187.217.65.3.208.206.152.208.245. 132 

250 DATA146.32.210.245.173.62.3.56.237.6 

0,3.8,26.101.195.133.176.173.63.3.101 

260 DATA196.60,237.61.3.133.175.32.118.1 

97.165.189.69.215.5.144.240.4,169.255 

270 DATA133.166.76.169.265.32.175.197.20 

1.0.240.249.133.171.32.221.197.165 

280 DATA178,200.192.192.208.266.240. 45.3 

2.175.197.32.221.197.196.167.208.2 

290 DATA145.195.209.195.260,2.134.164.69 

.215.133.215.230.195.208.2.230.196 

300 DATA165.195.197.174.165.196.229. 175. 

144.221.32.221.197.32.125.196.200.132 

310 DATA192.88.24.169.0.161.160.2.76.147 

,252.32.23.248.32.125.196.132.215.169 

320 DATA7,161,6.221,162.1.32.240.197.38. 

189.165.189.201,2,208.245.160.9.32 

330 DATA221.197.201.2.260.269.196.189.20 

8.232.32.221.197.136.208.246.96.169 

340 DATA8.133.163.32.240.197.38.189.236. 

234.236.198.163.208.244.165.189.96 

350 DATA169.16.44.13.220.240.251.173.13. 

221.142.7.221.72.169.25.141,15.221 

360 DATA104.76.74.96.0.255 

370 IFLP<>83796THENPRINT h ERROR IN DATA!" 
: STOP 

380 PRINT!PRINT"_L - LOAD"tPRINT"_S - SA 
VB"tPRINT"_V - VERIFY"!PRINT 
390 SYS CVQtNEW 


A NOTE FROM YOUR 
EDITOR: 

Even if he does consider 
himself to be an ace 
reporter, that wimp Rik 
Link has failed in the line 
of duty this month, and 
naturally he has been 
severely reprimanded. 

All that I ask of him is 
that he obtains the info 
from the Bug Hunters, 
since they don’t seem 
disposed to give us the 
information openly. 

Rik really does manage 
to come up with the most 
ludicrous excuses for his 
failings. This month he 
game me some cock-and- 
bull story about entering 
the Recreation Room 
disguised as a large, 
bright orange beach ball. 
“I just rolled right on in!” 
he told me. Unfortunately, 
it would seem that all 
four Bug Hunters were 
away on some important 
mission at the time, and 
Rik had a severe case of 
premature deflation 
before they returned. 


Well, I don’t know 
whether you really believe 
that sort of rubbish, but 
the fact of the matter is, 
he’s got nothing to report. 

Never fear. Following in 
the footsteps of the 
greatest editors of our 
time, I bring you 
something equally 
stupendous. Well, were 
the truth to be known, it’s 
a darned sight more 
stupendous than Rik’s 
column. 

Introducing an 
international element to 
the proceedings. I’m 
proud to present a super¬ 
fast TURBO LOADER for 
the Commodore 64 
microcomputer (passed 
on to me by kind 
permission of Big Red). 
Written by Luc Pycke 
from Belgium, this utility 
will greatly increase the 
speed of loading, saving 
and verifying tape-based 
programs. 

Having typed in the 
program, which includes 
a checksum for the mass 
of data to ensure that 
you’ve got everything 
right, just save the 
program to tape. Then, if 
run, it’ll have worked 
correctly if you get a 
message telling you that: 
is the new LOAD 
command, S is the new 
SAVE command, V is 
the new VERIFY 
[command. 

These work in 
ixactly the same way 
the normal 
commands, but quite 
remarkably faster. 


For instance, if you try 
to LOAD and SAVE this 
program, it’ll take about 
70 seconds, using the 
new commands, these 
operations only take 


about ten seconds! 

Hopefully you won’t be 
hearing from me next 
month. Rik Link reckons 
he’ll soon have himself 
free of the all-enfolding 
plastic ball, and assures 
me that he already has a 
new foolproof plan of 
infiltration. He’d better!! 










































NEWS FROM LLAMA-LLAND (Hants) 


The range of hairy software continues to grow with. .. *♦ •' 

BATALYX: Six linked games, each of which can be played in its own right, 
integrated into a multi-game package. Once play is started the player can jump 
between the six sub-games. The six include an enhanced version of ATTACK OF 
THE MUTANT CAMELS and a stripped-down PSYCHEDELIA-the remainder are 
completely new games concepts. The computer keeps track of each game and 
returns the player to the correct point of play on re-entry. 

BATALYX is marketed under the LLAMASOFT name and logo by ARIOLASOFT, 
a mutually-agreed experiment to apply ARIOLASOFT's marketing expertise to 
one of JEFF MINTER's individually-styled games epics- 
. ... £9.95 on tape, £12.95 on disc 

YAK's PROGRESS: A fascinating collection of Jeff's work for the '64, 
illustrating the development of the Llamasoft game style. Including such classics 
as MATRIX, REVENGE OF THE MUTANT CAMELS, SHEEP IN SPACE and 
ANCIPITAL - eight games in all - great value both in cash and entertainment 
terms. 

In presentation box, with JM's historical notes - 

£9.45 on 2 tapes, £11.95 on disc . ’ 

« 

' COLOURSPACE: The COLOURSPACE software is a development of Jeff's 
PSYCHEDELIA programmes, the evolution of a unique form of computer 
entertainment. Anyone who can use a joystick can enjoy COLOURSPACE, 
creating a dazzling kaleidoscope of flowing chromatic patterns. 

Great to play to music, great to play at parties! 

COLOURSPACE is now available for 3 machines - % ^ 

★ BBC - at £7.95 on tape •' « 

.. ★ ATARI 8-bit (including HE1 30) - £7.50 on tape 

* ATARI ST 520 - £19.95 on 3.5" disc (with manual! 


ZARJAZ SOFTWARE 


LLAMASOFT 49 MOUNT PLEASANT, TADLEY, HANTS (TEL 07356 4478) SAE FOR CATALOGUE & NEWSLETTER 










Hot off the presses ie the leteet C + VG Gallup |jj # FEBRUARY 
Software Top 30. It's the most accurate end 
up to dete chert currently publiehed in Britein. 

Just one look through the leteet C + VG charts 
will tell you which top neme games ere selling 
the quickest — meking it essier for you to 
choose the shoot-em-up, kerete geme or boxing ! 
progrsm you went. It’s e knock-out. 


TOP 30/ALL FORMATS 



• THIS •LAST • WEEKS IN 


MONTH MONTH • GAME _ • MACHINE _ •MANUFACTURER CHART 


1 


Commando 

SP, C64, AMS 

Elite 

— 

2 

21 

Elite 

SP, C64, AMS, BBC 

Firebird/Acornsoft 

8 

3 

_ 

They Sold a Million 

SP, C64, AMS 

Hit Squad 

— 

4 

1 

Way of the Exploding Fist 

SP, C64, AMS 

Melbourne House 

8 

5 

-_ 

Yie Ar Kung Fu 

SP, C64 

Imagine 

— j 

6 

7 

Formula One Simulator 

C64 

Mastertronic 

8 

7 

_ 

Winter Games 

SP, C64 

US Gold 

— 

8 

_ 

Computer Hits (10) 

C64 

Beau Jolly 

— 

9 

_ 

Rambo 

SP, C64 

Ocean 

— 

10 

8 

Finders Keepers 

SP 

Mastertronic 

8 

11 

_ 

Back to Skool 

SP, C64 

Microsphere 

— 

12 

_ 

Beach-head 2 

SP, C64 

Access/US Gold 

— 

13 

_ 

Little Computer People 

SP 

Activision 

— 

14 

17 

Monty on the Run 

SP, C64 

Gremlin Graphics 

4 

15 

_ 

Tomahawk 

SP, C64 

Digital Integration 

— 

16 

18 

BMX Racers 

SP, C64 

Mastertronic 

8 

17 

_ 

Action Biker 

SP 

Mastertronic 

8 

18 

2 

Frank Bruno's Boxing 

SP, C64 

Elite 

8 

19 

_ 

Arcade Hall of Fame 

SP, C64 

US Gold 

— 

20 

_ 

International Karate 

SP, C64, AMS 

System 3 

— 

21 

_ 

Fight Night 

C64 

US Gold 

— 

22 

_ 

Last V8 

SP 

Mastertronic 

— 

23 

— 

Saboteur 

SP 

Durell 

— 

24 

3 

D. Thompson's Super Test 

SP, C64 

Ocean 

8 

25 

_ 

Robin of the Wood 

BBC 

Odin 

— 

26 

_ 

Gyroscope 

SP, C64 

Melbourne House 

— 

27 

16 

Impossible Mission 

SP, C64 

Epyx/US Gold 

4 

28 

_ 

Rockman 

SP 

Mastertronic 

— 

29 

6 

Fighting Warrior 

SP, C64 

Melbourne House 

8 

30 

— 

Vegas Jackpot^ 

SP 

Mastertronic 

— 



AMSTRAD/TOP 10 


1 They Sold q Million/Hit Squad 


Grand Prix 3P/Sotware I 


Formula 1 Simulator/Mastertronic 


4 Finders Keepers/Mastertronic 

5 Soul of a Robot/Mastertronic 


Yie Ar Kung Fu/lmaqine 


Nonterraqueous/Mastertronic 


Chiller/Mastertronic 


Raldi/US Gold 


Waj^MheJExgloding^ist^/^ 


Frank Bruno's Boxing Number 18. 


SPECTRUM/TOP 10 ■ C64/T0P 10 


1 

Winter Games/US Gold 

2 

Commando/Elite 

3 

Rambo/Ocean 

4 

Last V8/Mastertronic 

5 

Little Comp. People/Activision 

6 

Fight Night/US Gold 

7 

Summer Games 2/Epyx/US Gold 

8 

They Sold a Million/Hit Squad 

9 

Who Dares Wins 2/Alligata 

10 

Monty on the Run/Gremlin Grap. 


1 

Elite/Firebird 

2 

Commando/Elite 

3 

Back to Skool/Microsphere 

4 

D. Thompson's S.T./Ocean 

5 

Monty on the Run/Gremlin G. 

6 

Saboteur/Du reII 

7 

Tomahawk/Digital Int. 

8 

Int. Karate/System 3 

9 

Way of the Exploding Fist/MH 

10 

They Sold a Million/Hit Squad 











































































































































ROCKlI 


WRESTLE 


Rock’n Wrestle-the first truly 3 dimensional combat sports simulation game. 
Dynamic graphics, state-of-the-art animation, 1 and 2 player mode, brilliant gameplay, 10 
different opponents and complete rock sound track. More joystick moves than you imagined 
possible-over 25-including the atomic drop, aeroplane spin, plledriver, body slam, back breaker, 
arm twist, elbow drop and tumbuckle fly. 

Rock’n Wrestle-the challenge begins here! 

Available tor Spectrum £8.95, C64 and Amatrad £9.95. 


\ --l ag 

-T-1 - - - - = - - -—- 1 ----- 

MELBOURNE HOUSE 


ffi! 


CerrtreJ LansdownCresCTnt^^r^routb^r^t^C^mer I 3 , 8 T No *"9 ham ' LansJ^S 

p 

Coni^jter'^TtreJ^ 1 Cani[fbd| f &^^^ber'De^^hire ViCk * 0r<:J ’ Essex ' Sweetons Bookshops Ltd., 48 Rshergate, PrestonJ^South'Road^NortorTon^^s, ^ ’ 
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In six monthly parts 


£1.50 






































































It's rough, tough and very exciting. What is it? American 
Football, of course. 

And Ocean hope to capture all the excitement of this 
complex sport with the release of their game Superbowl 
which should be hitting the shops right now. 

So you don't miss out on the all-American action, 
C+VG and Ocean have come up with a superbowl 
competition for you to enter. 

And we've got some great prizes for all you Spectrum, 
Amstrad and Commodore 64 owners. 

The first 30 correct answers — 10 for each machine 
— picked will receive a copy of Superbowl plus a great 
American Football hat and sweatshirt. The next 45 
correct answers for each machine will just get the game. 

All you have to do to stand a chance of winning is to 
give the full names of the following teams. 


Washington. 
New York_ 

Dallas_ 

Miami_ 


New England___ 

C+VG/IMAGINE SUPERBOWL COMPETITION 

Name_ 

Address____ 


Send your answers to Computer + 
Video Games, Superbowl Competition, 
Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. The closing date is 
16th February and the editor's decision 
is final. 


Tick your make of computer and sweatshirt size 
Spectrum □ Amstrad □ CBM 64 □ Small □ 
Medium □ Large □ 

































The return of the legendary crusader -skilfully 
fencing through screens of mystery and danger! 


From the 

RICHARD DONNER 

Production 


Based on the story 
by 

STEVEN SPIELBERG 


GOONieS 

Exciting Multiscreen Action and Adventure! 


COMMODORE 64 
AMSTRAD 
ATARI* BBC 

DISK 

CASS 

£14.95 

£9.95 

SPECTRUM 48K 

CASS 

£7.95 


Datasoft is a registered trademark of Datasoft Inc. Zorro is a registered 
trademark of Zorro Productions c 1985 Zorro Productions. 

The Goonies is a trademark of Warner Bros. Inc. c 1985 Warner Bros. Inc. 

All rights reserved, t Wamer-Tamerlane Publishing Gorp. and Reilla 
Music Corp. All rights reserved. Used by permission. £' 1985 Datasoft Inc. 


DatcKoft 




COMMODORE 64 • ATARI • SPECTRUM 48K • AMSTRAD - BBC 



































C+VG 



Dear Keith, 

I own a TI994/A and the new 
Enterprise machine. I have 
almost exhausted the supply of 
Scott Adams Adventures for the 
TI, and I must recommend the 
module Return To Pirate's Isle. 

It is great, the only one with 
'stunning graphics' for the Texas. 

Do you know if Adventure 
International are pl annin g to 
convert any of Scott Adams 
games, especially the 
Questerobe series, onto the 
Enterprise? I have only been 
able to play these with Spectrum 
friends, and they are becoming 
more determined to solve them 
for themselves! 

Enterprise adventures are not 
too plentiful at present, up to 
now I have only managed to 
obtain Emerald Isle and 
Dungeon Adventure from 
Level 9, which I have completed. 
Will you be producing reviews 
for the Enterprise, as I'm sure 
other owners would like more 
knowledge of adventures? 

Ian Goodsall, 

Norwich. 

Keith's Reply: 

Many companies do not 
support a machine until a 
minimum number of units have 


NEWS 


\> 


WELCOME TO 
STEVE 


This month we welcome an 
adventurer of some years' 
experience, Steve Donoghue, to 
join the Helpline team to help us 
cope with the ever-increasing 
volume of readers' letters. Steve, 
who lives in Sunderland, will 
also be contributing to the 
Adventure Reviews section on a 
regular basis. 

Steve is hardly a stranger to 
C+VG readers. His name first 
appeared in the November 1983 
issue, in connection with an 
apparently immovable horse in 
Scott Adams' Ghost Town. 

Desperate and heart-rending 
letters from Steve, for help with 
Ghost Town, regularly fell upon 
the C+VG doormat. 

So critical did I diagnose his 
condition to be, that only the 
most drastic treatment could be 
considered — I sent him my 
home phone number, which he 
used late at night when the 
malaise gripped him . 

He was, in fact, suffering from 
a Lack of Locations Syndrome, 
about which he was later to 


report, in the March 1985 issue. 

Steve has written reviews from 
time to time, and his most recent 
contribution to C+VG was a 
feature on mapping in the 
December Book of Adventure, 
in which he took a most original 
approach to advise readers on 
techniques for improving their 
adventure map-making skills. 


ORCSBANE 


C+VG reader Nick Walkland 
was planning a new adventure 
'Fanzine' called Orcsbane for 
some time and wrote to warn me 
about it. Before I could catch 
the postman and tell him to push 
off, he had slipped a copy 
through the C+VG letter box! 

I therefore felt obliged to leaf 
through it in a rare moment of 
idleness, and my first impression 
was how thick it seemed for a 
mere 50p. I soon discovered that 
was because the crafty Nick had 
stapled one set of pages in 
twice! 

Perhaps it was coincidence 
that the doubled-up pages 
contained a review of Adventure 
Clubs by 'Rob'. The C+VG 


Adventure Club comes bottom of 
Rob's list — '. . . this isn't worth 
the paper it's printed on ... he 
has the best Adventure Comer 
in any British magazine, and the 
worst club effort . . .' However, 
Nick, the Ed., intervened to add: 
'Actually, the C+VG Club works 
out for the postage only . . .' I 
don't know whether to feel 
insulted or complimented! 

The first issue of Orcsbane 
contained 28 pages (32 if you 
count the extras!), costs 50p, and 
is run on a non-profitmaking 
basis. Containing about 10 
reviews of adventure games 
ranging from 'getting on a bit' to 
'right up to the minute', it also 
has its own Helpline, a number 
of feature articles, and a well- 
drawn cartoon strip featuring 
'Shermlock Shomes'. 

There is artwork throughout, 
which breaks up the fairly dense 
text — making it pore 
digestible, and a Zany streak of 
humour running through it's 
pages, which gives it a nice 
'clubby' atmosphere. 

Altogether, I was impressed. If 
you are interested in getting 
hold of the next bi-monthly-ish 
issue, send a 50p postal order to 
Nick Walkland, 84 Kendall Road, 
Sheffield S6 42H. 


MAIL BAG 


been sold in the UK, in order 
to secure a reasonable return 
for the cost of conversion and 
initial duplication costs. To 
their credit. Level 9 is unique 
in producing very quickly, 
conversions of their software 
for almost every micro that has 
a significant following. 

There are no plans at 
present for Enterprise versions 
of the Questerobe series, but 
obviously, if more Enterprise 
computers are sold, more 
software will start to appear 
for it from different sources. 
Watch out for Mordon's Quest 
in an Enterprise format. That is 
one not to be missed, and is 
available now! 

Dear Keith, 

While we thank Jim Douglas 
for his review of our game, 
Village of Lost Souls in the 
December Adventure 
Supplement, we would like to 
reply to a couple of complaints 
he made. 

Firstly, the reason for the 
confusion over location exits is, 
in fact, because he had fallen 
foul of one of the first traps in 
the game, which can have the 
effect he mentioned. Hint — The 
boots he found do not function 


as he thought. 

Secondly, the program makes 
use of all the memory it can, but 
does not use any OS work areas. 
The only way we can think of a 
ROM interfering with play, is if it 
is active in the background and 
is relying on some Basic 
language storage locations. 

If this is the case, perhaps Jim 
could let us know which ROMs 
he has, and we will do our best 
to rectify any problem they may 
inadvertently cause. 

Martin Moore and Glen 
McCauley, 

Magus, 

Worthing. 

Keith's Reply: 

Jim's Beeb is stuffed to 
overflowing! He has Word wise,' 
Graphics and Printmaster (all 
from Computer Concepts), 
Micronet, Viewdata (for bulk 
uploading to Prestel), Prestel 
(Acorn), AMX Mouse and DFS 
(Acorn). That's all he can think 
of for the moment, anyway! 

Dear Keith, 

We would like to thank Paul 
Coppins for his excellent review 
of our adventure — Project X 
The Micro Man ( C+VG 
November). We were pleased to 



see that he played the same right 
the way through to the end, 
something which many reviewers 
tend not to do! 

We were delighted that he 
thought the split-screen graphics 
were good, but unfortunately no 
credit was given to the co-author 
of the game, Jon Lemmon, who 
was responsible for these. 

Project X was written using 
Gilsoft's Quill and Illustrator in 
conjunction with a new product 
from Gilsoft called The Patch. 

We were able to use this prior to 
its launch due to the fact that we 
know the author Phil Wade. 

We are now working on a 
sequel to Project-X, and will 
send you a copy as soon as it's 
complete. 

Jon Lemmon and Tim Kemp, 
Compass Software, 

Norwich. 


Keith's Reply: 

Ah, if we could but always 
play a game right to the end 
in time for a review! But Paul 
is our secret weapon, and he 
has most games wrapped up 
before the tape has had time 
to rewind! Looking forward to 
the sequel, and I hope we get 
the credits right next time! 
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In his penthouse 
apartment in the 
IDEAs Central 
building Keith 
Campbell, one of 
the few survivors 
of the corporate 
purges which 
swept through the 
software industry 
when the IDEAs 
Corp was 
establishing itself, 
busies himself 
with an intricate 
and time 
consuming task. 
His job is to collect 
and collate all the 
data relevant to 
adventure games 
and dispense 
words of wisdom 
to people with 
problems. 
This month the 
Adventure Helpline 
brings much 
needed help, 
advice and hints 
to the troubled 
and tormented 
adventure games 
player. 


HELP! 

Got a problem? 
Don't suffer in 
silence. Write to 
Keith Campbell's 
Adventure 
Helpline, 
Priory Court, 
30-32 Farringdon 
Lane, London 
EC1R 3AU. 




PLEAS FROM 

PLAINTIVE 

PLAYERS 



I have been getting letters about 
the Fourth Protocol. 

Perhaps we made a mistake in 
including the review of the game 
in the Adventure section. 
Although definitely a "mind 
game" it can't really be 
described as an Adventure. 

This makes it difficult to 
catalogue the clues to dispense 
to readers, and so those players 
who are in trouble with the 
game should watch Ideczs 
Central for tips on the 
strategy to adopt. 

Meanwhile, the latest pleas 
come from L. Bailey of Egremont 
in Cumbria, who wants to know 
how to enter CECOM's files 
stored at Blenheim, and from 
Sean Connolly of Holywell, who 
asks: "What is the answer to Sir 
Anthony's question?" 

Mark Rendle of Chessington is 
seeking Arka the dwarf, so that 
he can kill him, and thus finish 
off Greedy Dwarf as well. 
Dwarf followers — where is he? 

Philip Baydell of Westerham in 
Kent, is still battling El 
Diablero a year after he was 
recommended it by Simon. Now 
he can stand being driven mad 
no longer, and is desperate to 
know how to kill the coyote, 
where he should dip the twig, 
where the beetles are, and how 
to get into the chasm after 
getting the skull. Now I see why 
Simon left in such a hurry.! 

"Tell Catface of Bexley he isn't 
paranoid," says Ruth Bingham. 
She has the same problem as 
him, in Arthurian Eureka, and 
is wondering if she might be 
able to use the cloak at the 
marsh. 

"A person as omnipotent as 
your god-like self obviously has 
very important things to do, like 
making sure the sun rises in the 
morning etc.", Hello, wait for it. 
"But if you could find a nano¬ 
second or three to help one of 
your more worshipful and less 
intelligent subjects I will perform 
an extra special sacrifice to your 
all-powerful self. How do I 
survive the system of caves in 
the abysmal Invincible 
Island?" writes Mark 
Hardwidge of Tonypandy. "If I 
can find the cat, I will perform 
the sacrifice, although the fur 
still hasn't grown back since last 
time, you know!" he adds, in the 
worst possible taste. 

Jason Nicholls has 100,000 


things he would like to say when 
the genie says to him: "What is 
your wish, master?" But he 
doesn't know which one he 
should choose for his reply! He 
is in The Magic 
Mountain, where else? 

James Smith was stuck up the 
loft in Terrormolinos, 
unable to escape. A silly 
problem this. An example of 
poorly thought out commands. 
What James needed was the 
word DOWN STEPS — a 
sentence without a verb, and a 
disgrace to any game that calls 
itself an Adventure. That's why I 
decided to answer James' 
problem "in the clear". 

Can anyone tell Stuart Elflett 
(see News from Afar) where to 
find the Red Jewel in Ring of 
Power? 

John Macciocci's main mission 
in life at present, is the 
electrifying Mission 1 . He's 
having trouble with the 
ventilation shaft to the first floor, 
which he cannot escape without 
a severe dose of electrocution. 

Another electrical problem is 
a fence, and this time the came 
is Upper Gumtree. How 
can Steve King of Poole get 
Wally's gloves and turn the fence 
off? Steve adds that he cannot 
get any help from the Gypsy, 
despite crossing her palm with 
silver and giving her a teacup. 

"I find Upper Gumtree a very 
good game, but have never seen 
it mentioned anywhere," writes 
Steve. Look up the April 85 
issue, Steve, and you'll find the 
review! Where have you been? 

Richard Greenwood of 
Stockport has got a few riddles 
that are making Riddler's 
Den live up to its name! He 
thinks that the plinth and the 
mouthwash will help him to get 
past the fallen gargoyle with the 
sore throat. To this end, he seeks 
advice on how to get the plinth 
and the red dragon. 

A problem of a different sort 
comes from Ann Roest. Recently 
retired, she seeks not only the 
whereabouts of the mouse in 
Sphinx, but also adventure 
freaks in the Chalfont St. Peter 
area of Buckinghamshire! Write 
to me c/o the Helpline, and I will 
pass your letters on to Ann. 

Just while he was trying to get 
the Aramaic phrase book, a tree 
fell on Toby Blake's head. 

He tried his hand at getting 
hold of the jester's hat, only to 
find himself frizzled into a pile 
of bath salts! 

Of course, he was playing 
Quest for the Holy 
Grail, and this dotty game is 
sending him potty! Who can 
help him with a translation and a 
laugh? 



NEWS FROM AFAR 



The "points bug" in Castle of 
Terror has a counterpart in 
Pub Quest, so writes Stuart 
Elflett from Toogoolawah. In case 
you're not quite sure, 
Toogoolawah is, of course, in 
Australia. "Keep moving west 
then east, and your score will 
climb," says Stuart! 

Stuart runs an Adventure Club 
Newsletter in his native 
Queensland, with the help of 
Jamie Osborne of Western 
Australia, and he sent me a 
copy. With its own Helpline, the 
top adventures for unsolved 
problems down under at the 
moment are: Thermonuclear 
Wargames, Asylum, Hulk, 
Valkyrie 17, and Institute. 

Asylum comes in for a full page 
in Australian Commodore 
Review, in the form of a letter of 
tips and questions, sent in by 
Stuart. 

From Italy I was sent two 
pages from VIDEO GIOCHI 
(Video Games) headed 
"L'AWENTURA — La "pagina 
arnica" per tutti gli awenturieri 
elettronici," which means the 
"friendly page" for all electronic 
adventurers. Giancarlo Fantechi 
of Como explains how the pages 
are laid out. There is a review, 
Wishbringer from Infocom, 
a list of "super-adventurers" — a 
sort of Hall of Fame, a selection 
of readers adventure problems, 
and hints. 

It's all very like our own 
adventure scene. 

The current games troubling 
readers are similar, too, 
featuring Zork, Aztec Tomb, 
Golden Baton, Planetfall, and 
Zim Sala Bim. 

But there is one section that 
intrigued me: Jhccolo dizionario 
dei sinonimi. This is a list of 
English verbs commonly used in 
Adventure games, with their 
Italian infinitives, followed by a 
list of English synonyms. 

So that's how they do it! 



T-SHIRT ROLL OF 
HONOUR 



T-shirts for interesting letters and 
extra-helpful hints, go to: Mark 
Renshaw of St. Helens, Robert 
Arnold of Whitchurch, Bryn 
Lucus of Colchester, Ann Roest 
of Chalfont St. Peter, cind 
Giancarlo Fantechi of Como, 
Italy. 












































V 


«H 


SPECTRUM 


OUR 

GAME RRP PRICE 

THINK.7.95 5.95 

REALM OF THE IMPOSSIBLITY.8.95 6.70 

BLADE RUNNER.8.95 6.70 

SKY FOX.8.95 6.70 

SPITFIRE 40.9.95 7.45 

••V". 7.95 5.95 

STREET HAWK.7.95 5.45 

KNIGHT RIDER.7.95 7.45 

B.MAC BOXING.9.95 7.45 

BATTLE OF THE PLANETS.9.96 7.45 

SIR FRED.9.96 7.45 

3 WEEKS IN PARADISE.9.95 7.45 

SURF CHAMP.11.95 8.95 

PANZADROME.7.95 5.95 

INT. KARATE.6.50 4.25 

RAMBO.7.95 5.95 

ELITE.14.95 11.20 

LORD OF THE RINGS.15.95 11.50 

SWEEVO’S WORLD.7.95 5.95 

FRIDAY THE 13th.8.95 6.70 

NOW GAMES 2.8.95 6.70 

CRITICAL MASS.7.95 5.95 

SUPERBOWL.-.7.95 5.95 

TAU CETI.9.96 7.45 

STAR QUAKE.7.95 5.95 

SOUTHERN BELLE.7.95 5.95 

YIE AR KUNG FU.7.95 5.95 

GOLD RUN.7.95 5.95 

EXPLODING FIST.7.95 5.95 

THE FORCE.9.95 7.45 

EVIL CROWN.9.95 7.45 

ARENA.9.95 7.45 

BACK TO SKOOL.6.95 5.20 

GUN FRIGHT. 9.96 7.45 

CYBERUN.9.95 7.45 

ZOIDS.7.95 5.95 


COMMODORE 64 


GAME RRP 

SPY HUNTER.9.95 

KAISER.7.95 

URIDIUM.8.95 

SPACE CLOUT.8.96 

CAUSE OF CHAOS.8.95 

WILD RIDE.6.95 

“V”.8.95 

STREET HAWK.8.95 

KNIGHT RIDER.8.95 

BOUNDER.9.95 

MIND SHADOW.9.95 

KORONIS RIST.9.95 

NIGHT SHADE. 9.95 

OUTLAWS...9.95 

MERCENARY.9.95 

MUGSY’S REVENGE..8.95 

SCARABEUS.9.95 

FRIDAY THE 13th.8.95 

SUPERMAN.9.95 

ENIGMA FORCE.9.96 


OUR 

PRICE 

7.45 

5.95 

6.70 

6.70 

6.70 

5.20 

6.70 

6.70 

8.70 
7.45 
7.45 
7.45 
7.45 
7.45 
7.45 

6.70 
7.45 
6.70 
7.45 
7.45 
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THE MUSIC STUDIOS.14.95 11.20 

ELEKTRA GLIDE.8.95 6.70 

ZORRO.9.95 7.45 

ZOIDS.8.95 6.70 

GOONIES.9.95 7.45 

WORM IN PARADISE.9.95 7.45 

LITTLE COMP. PEOPLE.9.95 7.45 

GERRY THE GEM.7.95 5.95 

BLADE RUNNER.a.8.95 6.70 

REVS.14.95 11.20 

“Z”.9.95 7.45 

WINTER GAMES.9.95 7.45 

SABRE WULF.9.95 7.45 

UNDERWURLDE.9.95 7.45 

ELITE.14.95 11.20 

RAMBO.8.95 6.70 

STARION.9.95 7.45 

D.T.S.T.8.95 6.70 

SCALETRIX.12.95 9.70 

FIGHT NIGHT.9.95 7.45 

ROCK ’N‘ WRESTLE.9.95 7.45 


AMSTRAD 


OUR 

GAME RRP PRICE 

“V”.8.95 6.70 

STREET HAWK.8.95 6.70 

KNIGHT.8.95 6.70 

SPITFIRE 40.9.95 7.45 

SKYFOX.8.95 6.70 

TAU CETI.9.95 7.45 

EUTE.14.95 11.30 

FRIDAY THE 13th.8.95 6.70 

WHO DARES WIN II.8.95 6.70 

ROCCO..'..8.96 5.50 


MSX 


GAME RRP 

KNOCKOUT.7.95 

HYPER RALLY.14.95 

PING PONG.14.95 

ROAD FIGHTER.14.95 

TENNIS.14.95 

YIE AR KUNG FU II.14.95 

HYPER SPORTS III.14.95 


OUR 

PRICE 

5.95 

11.20 

11.20 

11.20 

11.20 

11.20 

11.20 


QUICKSHOT II NOW ONLY E6.50 
ALL PRICES INCLUDE P&P 


Goodbyte offers torn* of tho most competitive prices for 
software available. If you don’t see the the game you 
require listed, please ring for the most up-to-date news 
on releases and back catalogue files on 01-731 4607. 
PLEASE NOTE IF OUR ORDER EXCEEDS E50 
YOU GET 10% FURTHER DISCOUNT 
SEND CHEQUE/P.O. TO 
QOOOBYTE 
UNIT 10-11 

IMPERIAL STUDIOS, IMPERIAL ROAD 
LONDON SW6 (TEL: 01-731 4607) 



Bruce’s Armlocks can really spin 
you out. 


IR0CKNI 
WRESTLE 


m 



Best Price for 

ATARI HARDWARE 

in the U.K. 


4- £3 p&p 


Atari 130XE Computer 


Atari 1050 Disk Drive 

(with FREE Home File Manager, Payoff 
Adventure, Demo Disks & 10 FREE 
Blank Disks) 


+ £3 p&p 


Atari 1027 Letter Quality 
Printer (with FREE Atari Writer) 


+ £3 p&p 


Atari 130XE, 1050 Disk Drive 
& 1027 Letter Quality Printer 

(with FREE Home File Manager, Payoff 
Adventure, Demo Disks, Atari Writer O C 
& lOBIankDisks) 

Goods despatched : SAME DAY — PARCEL POST 


+ £5 p&p 


12 Month Warranty : ANY PRODUCT FOUND TO BE DEFECTIVE WITHIN 12 MONTHS OF 
PURCHASE WILL BE REPLACED—FREE OF CHARGE 

CONTACT US NOW FOR THE LATEST 
PRICES + AVAILABILITY OF ALL 
ATARI PRODUCTS 


Best Prices for 

BLANK DISKS 

in the U.K. 

Top Quality 5 V 4 " Bulk Packed Disks 
(Hub-Ringed and in White Envelopes with a Lifetime Warranty) 

FREE!!! Plastic Library Case worth £2 
when you buy 10 Disks 

FREE!!! Perspex Disk Storage Box worth 
£10 when you buy 50 Disks 


10 — 5V4" Single Sided/Double Density 
Blank Disks (with FREE case) 

10 —5V4" Double Sided/Double Density 
Blank Disks (with FREE case) 

50—5V4" Single Sided/Double Density 
Blank Disks (with FREE Storage Box) 


50 — 5V4" Double Sided/Double Density 
Blank Disks (with FREE Storage Box) 

GOODS DESPATCHED : Same day 1st Claes Post 
MONEY BACK GUARANTEE : K you are not completely 
satisfied with your purchase we will either exchange 
your disks or give a FULL REFUND — that's the 
Compumart Guarantee. 


£49 


£69 


+ £1 p&p 


+ £2 p&p 


Please send cheques/postal orders to : 

Compumart, (DeptCV) 

71 Gracedieu Road, Loughborough 
Leics. LE11 0QF 


+ £2 p&p 
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REVIEWS/1 


SEAS OF BLOOD 



• Supplier: Fantasy Software/AI 

• Machine: Commodore 64, 
Spectrum 48k, Amstrad 

• Price: £9.95 

Written by Mike Woodroffe and 
Brian Howarth, and based on the 
Fighting Fantasy series of books 
by Steve Jackson and Ian 
Livingstone, this is the first of a 
new adventure series on the 
Fighting Fantasy Software label, 
from Adventure International. 

AI's Adventure System, using 
split screen text and in-memory 
graphics, is now familiar to 
many adventurers. It was used to 
create Gremlins and Robin of 
Sherwood, as well as the UK 
conversions of Scott Adams' 
games. It is slick and fast, 
providing an attractive 
framework upon which to build 
an adventure story, and stands 
up well in this new series. 


You are the captain of the 
pirate vessel Banshee, and for a 
successful voyage you must 
return 20 treasures to the top of 
a mountain at the southern end 
of the Inland Sea. The sea is a 
seven by thirty grid, and the 
ship can be sailed by the 
commands SAIL (direction). 

You can leave the ship to go 
pillaging on land — should you 
sight it! Mind you, on land you 
may not find the plundering too 
straightforward, for as well as 
some typical adventure 
problems, you are likely to meet 
some stubborn resistance from 
natives, ghoulies, and ghosties. 
Some of these attack, rather to 
my disappointment, zapped me 
right out of the game without 
warning. I suppose I should have 
known better than to annoy 
them! 

During a fight, the program 


enters a combat mode in which 
the lower half of the screen 
depicts two dice and displays 
and updates the relative skill and 
stamina of the opponents, giving 
a commentary on the details of 
the battle. Wien on land the 
adventurer can chicken out and 
run, by hitting X, but at sea the 
fight must go on to the bitter 
end. During the many times I 
played the game luck was nearly 
always on my side. I am told 
there is worse to come, so 
perhaps it wasn't luck, but 
intended. However, I have never 
found computer Tights' based on 
random numbers particularly 
credible, so I looked upon a 
fight as a somewhat risky way to 
obtain a treature or find a 
hidden exit. 

Sailing the seas can be 
interesting, for as well as finding 
land to explore, there are wrecks 


to be plundered and respectable 
ships to be burned and looted, 
not to mention skirmishes with 
other ships. 

But all is not looting, pillaging 
and plundering — there are 
some real problems as well! 

What do the sea Sprites want? 
What's the best way to defeat a 
zombie? Aha, and there's The 
traditional red-herring in there 
somewhere, too' Mike Woodroffe 
told me! 

All this combines with 
excellent graphics to make a 
very good adventure, easy 
enough to get into — but it's not 
so simple to tie things up on the 
mountain top! 

Keith Campbell 

• Vocabulary 8 

• Atmosphere 8 

• Personal 8 


WINNIE THE POOH 


• Supplier US Gold/Siena 

• Machine: Commodore 64, Disk 

• Price: £14.95 

Unashamedly a game for 
kiddies, Winnie the Pooh 
is set in the Hundred Acre 
Wood. All the residents of the 
wood have lost something, and 
are waiting for someone to 
return it to them. 

Become their hero, by 
returning all the objects, and 
have Christopher Robin and his 
friends throw a party in your 
honour! 

Pooh starts in the company of 
Teddy and a pile of bricks in 
Christopher Robin's playroom, 
after a short title screen to the 
accompaniment of the well- 


known Winnie the Pooh tune. A 
novel feature is hidden in the toy 
box, for inside is a disk, and it is 
here to where the player must 
return to save the game position. 

Once in the woods, when you 
meet up with one of the 
characters, you are given a clue 
about what object he wants. For 
example, Mrs. Kanga is neat and 
tidy, so if you come across a 
broom. .. And there's her son 
Roo, who loves playing in his 
sandpit. 

When the correct object is 
dropped by the appropriate 
character, the player is rewarded 
with a little tune. However, the 
objects change from game to 
game, making this a game that 
can be played over and over, 


without being an exact repitition. 

There are hazards too. If 
Tigger gets hold of you, he will 
bounce you to a random 
location. Sometimes the wind 
blows, (you can hear it) and 
scatters all the rem ainin g objects 
to different locations. On other 
occasions, a mist comes down 
and you lose your sense of 
direction. 

This is a very easy game for 
youngsters 1 6 play. After short 
text narratives, the player is 
given a number of options and 
suggestions about what to do 
next. 

At the successful conclusion of 
the quest, Christopher Robin 
invites the player to his party — 
but the location has to be 


discovered! It is worth it, too, for 
here is a picture that is a joy to 
behold, and a tune to 
congratulate the junior 
adventurer. 

The graphics are excellent, 
quick to load and draw 
(especially for a Commodore), 
full of colour, and in a cartoony 
style worthy of the Disney name 
on the label. Altogether, a game 
to be highly recommended for 
younger children not yet into 
full-blown adventure games. 

Keith Campbell 

• Vocabulary UK 

• Atmosphere 8 

• Personal 10 




REVIEWS/2 
SOULS OF DARKON 


• Supplier: Taskset 

• Machine: Amstrad, Commodore 
64, Spectrum 

• Price: £7.95, cassette 

The brief backgound story to this 
game is rather ludicrous, for you 
are cast as a bionic warrior on 
the planet Megron, laid waste by 
the evil Darkon. With nothing 
but a faithful robot watching 
over you, you are presumably 
(for it doesn't say as much) sent 
to find and overthrow Darkon. 

The environment in which you 
find yourself will pass for good 
old mother Earth anyday, with 
trees and mushrooms, not to 
mention a log hut complete with 
woodman, the remains of a 
brewery, a blacksmiths, and the 
odd fountain and monument 
here and there. 

The game takes a bit of 
getting used to, as the text is so 
horribly gothic that it is almost 
indecipherable at first. 

The screen has an unusual 
layout, the top half describing 
the location in a narrative sort of 
way, with a picture below it to 
the left. The computer's replies 
are shown to the right of the 



picture, whilst the player's 
commands are entered at the 
bottom of the screen. 

Since the descriptions are 
narrative, it is necessary to type 
LOOK for a list of exits and 
objects. There are three facilities 
for HELP. One is to simply type 
the word, but more often than 
not you will be referred to the 
other two methods: LEGEND and 
VOCAB. The latter is simply a 
list of the valid words, whilst 
LEGEND may tell you a bit 
about the background of the 
location. 

The graphics are a let-down, 
consisting of blue line-drawings 
on a green background, but they 
are fast, and they do serve to 
identify where you are without 
the necessity of having to 
struggle through the location 
text. 

There are a couple of 
characters to be found early in 
the game — a toiling woodman, 
and a guide. Both seem rather 
wooden, fQr I have not found a 
way to make them listen yet, let 
along engage in a useful 
conversation, despite paying the 
guide for a service — he just 
accepts the money and then 


continues to ignore me! Perhaps 
I am using the rather limited 
vocab in the wrong way. 

There seems to be a glitch or 
two with the replies, as when 
having typed GO OUT to leave 
the hut, the 'narrative location' 
text told me I was hovering over 
a swamp, yet the picture 
showed I had remained in the 
hut, a fact confirmed by the 
subsequent reply to typing 


LOOK. One or two other strange 
messages appeared from time to 
time, as well. 

For all that, the game is quite 
a good one when you get used 
to it. 

Keith Campbell 

• Vocabulary 6 

• Atmosphere 7 

• Personal 6 


BUCKAROO BANZAI 




Over the next few months, I will be bringing you 
previews of some games that are being enjoyed 
by Adventurers in faraway places. 


The revelation that a Scott 
Adams game named Buckaroo 
Banzai has been on release in 
the US for some 18 months, yet 
not seen over here, will no doubt 
have Scott's European fans 
drooling in anticipation, and 
posibly somewhat hurt that they 
haven't been privy to this secret. 

Buckaroo Banzai is a 
strange title, you might think. 
However, it is based on the 
exploits of the hero of a 
Twentieth Century Fox film of the 
same name, shown in the US 


during 1984, but not yet released 
in the UK. 

Buckaroo, half American, half 
Japanese, is a brilliant ex¬ 
neurosurgeon, who discovers a 
dimension passage through 
space with the aid of his jet-car, 
a vehicle able to travel through 
solid matter. Using his amazing 
car, he comes across the 
Lectroids — a race of aliens who 
threaten the entire world. 

Disposing of this menace in 
the film, Buckaroo is about to set 
off on a well-earned holiday, 


only to have his plans disrupted. 
Before they left, the Lectroids 
planted a nuclear device deep 
inside the Kyn mountain in 
Arizona. Any attempt to disable 
it will result in its detonation. 

Telephone communication has 
been cut in the ensuing mass 
panic and evacuation of the 
area. The President charges 
Buckaroo with the task of saving 
Arizona. "Buckaroo, I want you 
to.. .'' And this is where you take 
over — the adventure now starts. 

From the Yoyodyne office in 
Trantham, just by the Kyn 
mountain, you set out to see 
what's what. On a parking lot by 
the mountain rests your jet car, 
but with no fuel or battery. A 
deserted gas station yields a 
battery — but it is flat! A 
supermarket holds a few useful 
objects, as does a shack on a 
deserted road. 

Scott is fond of the shack as a 
location, have you noticed? First 
there was the grass shack in 
Pirate, followed by the all- 
important Radio Shack (surely a 
double entendre for TRS-80 
owners?) in Ghost Town. 

Next, chronologically, is the 
Buckaroo shack, making 
three, but Scott's shack makes 
yet another comback in 
Questprobe Three, right 
next to the tar-pit 

Back with Buckaroo, his first 
problem seems to be to get the 
jet-car working. All the items 
seem to be there — but how do 


you fit them together? 

Meanwhile, on a different 
tack, a spot of digging must be 
called for — Buckaroo has come 
across a spade. Here is an 
utterly unexpected and quite 
original digging problem, 
accompanied by equally 
impressive animated graphics. 

The version of BB that I 
played was in Sagaplus format 
on a Commodore 64 disc, 
available at present only in the 
States. Will it be seen over here? 
I spoke to Mike Woodroffe of 
Adventure International UK. 
"We're waiting for the film,'' he 
explained. "It's sitting over here 
in cans, waiting for Thom-EMI to 
release it!'' 

However, there are some 
doubts about the future of BB in 
the UK. I asked Scott how the 
film was received in the US. "It 
was released during the '84 
Olympics,'' he explained. 
"Everyone was either watching 
the games, or getting out of 
doors to enjoy the good weather. 
They weren't going to the 
movies! But it did develop a sort 
of cult following, rather like 
Rocky Horror /' 

Personally, Scott admitted he 
saw it three times before he 
began to understand it. 

So will we be seeing Buckaroo 
Banzai, the adventure, in the 
UK? As things stand, that is 
entirely in the hands of the film 
distributors. 

Keith Campbell 






























The Ultimate Games for the 



Commodore 64 



Sabre Wulf, Underwurlde and Nightshade are available on the Commodore 64 at £9 95inc.VAT 



firebird Software Wellington House Up^er St Martinis Lane London WC2H9DL 


firebird isaTrade Mark of British Telecommunications pic. 


MAIL ORDER 

Please state name of game and numbers required. Enclose crossed cheque/P.O. made 
payable to FIREBIRD SOFTWARE:. All offers are subject to availability. 

Orders are despatched promptly. All prices inclusive of VAT and postage. 

* FREEPOST FIREBIRD, Wellington House. Upper St. Martins Lane, London WC2H 9BR 






SPECTRUM TITLES 


SOFTWARE 

THE DRIVE-IN.£2.75 

CODENAME MAT.£3.75 

LINKWORD FRENCH.£2.50 

LINKWORD GERMAN.£2.50 

MAGNETS (EDUCATIONAL).£1.95 

THE BULGE.£5.95 

PENETRATOR.£2.95 

SURVIVAL (EDUCATIONAL).£195 

SMALL BUSINESS ACCOUNTS.£3.00 

HUNTER KILLER.£2.95 

UNDERWORLD.£4.95 

SCRABBLE.£3.00 

AUSTERLITZ.£8.75 

ARNHEM.£7.75 

WATERLOO.£8.75 

DESERT RATS.£8.75 

THEIR FINEST HOUR.£8.75 

TINY TOUCH 'N GO (typing tutor).£4.00 

EUREKA. £3.50 

DOOMDARK'S REVENGE.£4.95 

LORDS OF MIDNIGHT.£4.95 

VALHALLA.£3.50 

SHERLOCK.£5.50 

PSYTRON.£2.95 

HAMPSTEAD.£4.95 

ABERSOFT FORTH.£4.95 

HORACE GOES SKIING.£1.00 

BRAXX BLUFF.£195 

PROJECT FUTURE.£2.95 

SYSTEM 15,000.£2.95 

PYJAMARAMA/AUTOMANIA.£5.95 

STOP THE EXPRESS.£2.95 

CONFUZION .£2.95 

TERRAHAWKS.£2.95 

HURG ...£4 95 

WAR OF THE WORLDS.£4.95 

SELECT 1 (12 games).£3.95 

XAVOIR.£2.95 

HIGHWAY CODE PROGRAM.£2.95 

GET SET (EDUCATIONAL).£2.95 

NUMBER FUN (EDUCATIONAL).£2.95 

FAIRSHARE (EDUCATIONAL).£2.95 

PAT THE POSTMAN.£2.95 

GHOSTBUSTERS.£4.95 

ASTRONOMER II.£8.75 

ANDROID ONE.£1-95 

ANDROID TWO.£195 

CYCLONE.£2.95 

T.L.L.£2.95 

Mail Order Offer Only — P&P, 70p 


BACKPACKERS GUIDE.£2.95 

KOKOTONI WILF.£2.45 

CRAZY CAVERNS.£1-95 

NIGHTFLITE..£2.45 

SHADOWFIRE.£5.45 

DAY IN THE LIFE.£2.95 

RUNES OF ZENDOS.£2.95 

SUBTERRANEAN STRYKER.£1.95 

DRAGONTORC.£4.95 

MONOPOLY.£8.75 

THE ARTIST.£11.75 

BRIDGE PLAYER II.£8.75 

PACKS 

Please quote pack contents in order 

★ VU CALC, VU FILE, VU3D.£5.95 

★ SHIP OF DOOM, PLANET OF DEATH, ESPIONAGE 
ISLAND, INCA CURSE, EMBASSY ASSAULT, 

REVERSI.£5.95 

★ BACKGAMMON, 4D ARCADE ADVENTURE, 
BIORYTHMS, REVERSI, DEVILS OF THE DEEP, 

MANIC MINER.£5.95 

★ SMALL BUSINESS ACCOUNTS, COLLECTORS 

PACK, CLUB RECORD CONTROLLER.£5.50 

★ COSMIC CRUISER, BC BILL, PEDRO, ZZOOM, ZIP 

ZAP, ALCHEMIST.£3.95 

★ WAR GAMES, INC. DREADNOUGHTS, PANZER 

ATTACK, RED BARRON, PARAS.£5.95 

★ SPORTS PACK INC. SNOOKER, ON THE OCHE 

(DARTS), OLYMPICS, ST. ANDREWS GOLF, DERBY 
DAY, WORLD CUP FOOTBALL.£5.95 

★ POOL, DUNGEON MASTER, TRANSYLVANIAN 

TOWER, INVINCIBLE ISLAND, THE MAGIC 
ROUNDABOUT, TIMEBOMB.£4.95 

★ WINGED WARLORDS, OTHELLO, SPECTRUM 
SAFARI, CATERPILLAR, GERMAN IS FUN, 

LEAPFROG.£4.95 

★ SPACE RAIDERS, TRAXX, HUNGRY HORACE, 
CATERPILLAR, SPELLBOUND, PLANETOIDS ....£4.95 

★ IT'S THE WOOLUF, THE ISLAND, HALLS OF THE 

THINGS, ROMMELS REVENGE, DUNGEON MASTER, 
INVASION BODY SNATCHERS.£5.95 

★ CATTEL I.Q. TEST, SURVIVAL, MAGNETS, CHESS 

TUTOR, FORTH, FLIPPIT.£7.95 

★ EXTERMINATOR, SPELLBOUND, MISSION 


IMPOSSIBLE, DIMENSION DESTRUCTORS, 
ARMAGEDDON, POOL.£5.95 

★ FREEZE BEES, CYBER RATS, BRAIN DAMAGE, 

SPACE STATION ZEBRA, THE ISLAND, RUNES OF 
ZENDOS.£6.45 

YOUNG LEARNERS & 
EDUCATIONAL PACKS 

★ BRAINTEASER PACK INC. RIDDLE OF THE SPHINX, 
FIRST MOVES, SNAFFLE, 

WORD WIZARD .£5.95 

★ 6-10 YEAR OLDS PACK INC. SUM SCRUNCHER, 
ROBOT RUNNER, WILD WORDS, A.B.C. 

LIFT-OFF.£5.95 

★ 4-8 YEAR OLDS PACK INC. COUNT ABOUT, 

LUNAR LETTERS, HOT DOG SPOTTER.£4.95 

★ MR T'S TELLS THE TIME, MR T'S MEETS HIS 

MATCH, MR T'S SIMPLE SUMS.£7.50 

★ MR T'S NUMBER GAMES, MR T'S SHAPE GAMES, 

MR T'S MEASURING GAMES.£7.50 

★ ROSE SOFTWARE PACKS INC. INTERMEDIATE 

ENGLISH 1, INTERMEDIATE ENGLISH 2, 
INTERMEDIATE MATHS 1. INTERMEDIATE 
MATHS 2.£5.95 

★ YOUNG LEARNERS 1 INC. ABACUS, TELLING TIME, 
SHOPPING, SNAKES 

★ YOUNG LEARNER 2 INC. ANGLES, TABLES, 

DEDUCE CAPACITY, PRIMARY ARITHMETIC...£5.95 

★ FIVE TITLES, INC. TRIGONOMETRY, EQUATIONS & 

INEQUALITIES, GEOMETRY, FRENCH 
VOCABULARY, PHYSICS.£6.95 

PERIPHERALS 

CURRAH SPEECH & SOUND.£19.95 

SINGLE PORT INTERFACES.£7.95 

QUICKSHOT II JOYSTICK.£7.95 

COMMODORE JOYSTICKS.£5.00 

DK’TRONICS KEYBOARDS.£27.95 (£2.00 p&p) 

ALPHACOM 32 PRINTERS.£29.95 (£2.00 p&p) 

SAGA EMPEROR KEYBOARDS.£39.95 (£2.00 p&p) 

SAGA ELITE KEYBOARDS.£74.95 (£2.00 p&p) 

DK LIGHT PEN.£17.95 

KEMPSTON CENTRONICS INT.£37.95 

SEIKOSHA GP50s.£69.95 (£2.00 p&p) 


Software, 70p Peripherals (unless otherwise stated), 70p per tape overseas, 
£2.50 per pack overseas 


COMMODORE 64 TITLES 


SOFTWARE 

MYCHESS II.£5.25 

CEASER THE CAT.£3.95 

HERO. £495 

ZIMSALA BIM.£4.95 

MOTOCROSS.£3.95 

SUICIDE STRIKE.£3.95 

JUICE.£3.95 

HARERAISER.£2.95 

PENETRATOR.£3.25 

ASSEMBLER 64.£3.25 

STELLAR 7.£3.95 

J.S.W.£4.25 

GOODNESS GRACIOUS.£2.95 

HAMPSTEAD.£4.95 

ROCK 'N BOLT.£4.95 

HUNCHBACK II.£4.95 

INTERNATIONAL FOOTBALL.£4.95 

JACK ATTACK.£3.95 

AGENT U.S.A.£3.95 

HEATHROW A.T.C.£4.25 

CAD CAM WARRIOR.£4.95 

64 BASIC PROGRAMMING COURSE.£4.95 

CHEMISTRY BY LONGMAN 'O' LEVEL CSE.£4.95 

PSYTRON.£2.95 

FORT APOCALYPSE.£3.95 

LORDS OF MIDNIGHT.£4.95 

SHADOWFIRE.£5.25 

PYJAMARAMA/AUTOMANIA.£5.95 

SELECT 1.£3.95 

SPY V SPY.£4.95 

P&P: Software orders 


VALHALLA.£2.95 

LOGO.£5.95 

PILOT.£5.95 

SIMON'S BASIC.£20.00 

EUREKA.£2.95 

EASY SCRIPT.£12.50 

EASY FILE.£12.50 

INTRO TO BASIC PT. 1.£5.00 

QUO VADIS.£2.95 

FIRE QUEST.£2.95 

EDUCATIONAL TITLES 
BY COMMODORE 

JUST £1.50 EACH 

PATHFINDER 

SPIRATES & SNOWMEN 

HUMPTY DUMPTY 

FACEMAKER 

GET READY TO READ 

MATCHMAKER 

LET'S COUNT 

GERMAN 

GEOGRAPHY 

COMPUTER STUDIES 

PATRICK MOORE'S ASTRONOMY 

FRENCH 

KNOW YOUR OWN I.Q. 

HISTORY 20th CENTURY 
PHYSICS 


WORDS WORDS WORDS 

BBC MASTERMIND 

ROB CARRIERS MENU PLANNER 

COMMODORE 

CARTRIDGES 

JUPITER LANDER.£2.50 

OMEGA RACE.£2.50 

LE MANS.£2.50 

PINBALL SPECTACULAR.£2.50 

CLOWNS.£2.50 

PACKS 

★ AZTEC, ANCK, MR ROBOT.£4.95 

★ MR T'S NUMBER GAMES, SHAPE GAMES, 

MEASURING GAMES.£6.50 

★ MR T TELLS THE TIME, MEETS HIS MATCH, 

MR T'S MONEY BOX.£6.50 

PERIPHERALS 

COMMODORE JOYSTICKS.£5.00 

VIC 20 PADDLES (PAIR).£9.95 

PROGRAMMERS REF GUIDES.£5.00 

CURRACH SPEECH 64.£17.50 

QUICK SHOT ll's.£7.95 

WICO TRACKER BALLS.£14.95 


70p, Peripherals 70p. Overseas add 75p per tape and £2.00 per pack. 
Please state machine and pack contents 

LOGIC SALES LTD 

6 MIDGATE, PETERBOROUGH, CAMBS PEI 1TN 

Telephone: (0733) 49696 _ 
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REVIEWS/3 


WORM IN PARADISE 


t Supplier: Level 9 

• Machine: All formats 

• Price: £9.95 

With Worm ends the saga of the 
colonists of Eridani, which 
started with their journey in the 
Snowball, led by Kim 
Kimberley. After her survival in 
Return to Eden, the plant has 
been tamed, and the colonists 
live in a high-tech utopia run by 
robots. Eden is a benevolent 
right wing bureacracy in which 
there are no taxes, government 
revenue being raised by fines 
and health charges. If the 
general idea sounds familiar, 
then remember it is ruled by a 
woman, The Third Kim. Whilst 
no 'right-thinking' person would 
consider challenging the system, 
there is a thinking minority who 
dislikes it, and are branded 
'potential socialists'. 


The adventure starts in a 
garden, with beautiful lawns and 
full of fragrant flowers. Its walls, 
festooned with roses and other 
climbing plants, are seemingly 
unclimbable. An ever-growing 
worm might lead you out if you 
succumb to the temptation, but it 
will not take you far, and one 
way or another, Reveline will 
bring you to your senses, and 
you will find yourself in the city 
of Enoch. 

Exploration of the city brings 
you to places like the museum, 
casino, theme park, and dozens 
more. 

Questions gradually form, and 
produce a feeling of unease — 
that all is not well in the ultimate 
of civilisations. Questions, but no 
reed problems bar your passage 
through the city. But if you are 
the nosey type — eventually 
something will click, and (ii you 


were sensible enough to play it) 
memories from Snowball will 
come flooding back. Then the 
problem is there, in the form of 
a puzzle — crack it and you 
may be on your way to the seat 
of power, to save the world. 

Worm in Paradise is the first 
product of Level 9's new 
adventure system, and certainly 
in the presentation of text it is 
reminiscent of Interlogic, and 
Infocom system. Worm has a 
vocabulary of over 1000 words 
plus many abbreviations, yet this 
is all in memory! The range of 
commands understood is very 
flexible; full sentence and 
multiple complex commands are 
accepted, such as EXAMINE 
ALL BUT THE TATTOO. When I 
first tried EXAMINE 
EVERYTHING I got a list which 
included descriptions of objects I 
hadn't even discovered! 


The Silicon Dream trilogy is 
now complete, having spanned 
the evolution of Level 9's 
Adventure System from the 
original 2-work input, text only 
format in Snowball, through the 
introduction of graphics in 
Return to Eden, to this smooth 
and flexible new form of 
presentation. 

Here is science-fiction-based 
political saga which you can just 
sit back and enjoy, or, if you 
prefer, involve yourself at a more 
challenging level in an attempt 
to reach the seat of power and 
save the world. Play it either way 
— I'm sure you'll agree it's 
superb! 

Keith Campbell 

! • Vocabulary 9 

t Atmosphere 10 

j • Personal 9 


SNOW QUEEN 


• Supplier: St Bride's 

• Machine: Spectrum 48k 

• Price: £8.95 

Elation was not exactly my mood 
while this game based on the 
story by Hans Christian 
Andersen was loading, and a 
further blow was dealt by the 
appearance of a rhyme on the 
screen. It's all too ghastly to 
repeat, but it does give a brief 
idea of what the story is all 
about. 

For those of you who don't 
already know it, I'll outline the 
plot. You play the role of Gerda, 
the female half of the supposedly 


inseparable pair of Gerda and 
Kay, two frightfully nice kids. A 
decidedly freaky goblin had a 
fiendish idea — he made a 
mirror which made everything 
look horrible, except things that 
were already ugly, which it 
made appealing. 

The mirror shatters, and two 
fragments become lodged in 
Kay's eye and heart. Kay 
becomes more obnoxious, and 
goes out to play with the big 
boys of the village. Suddenly, in 
a jolly ldrge blizzard, Queeny 
appears, grabs Kay, and whisks 
him off to her pad in the 
mountains. 


As Gerda, your daunting task 
in the adventure is to rescue 
your pal from the clutches of this 
icy dame, even though she may 
not be all that keen to be 
rescued! Well, despite being cast 
as a female, it doesn't sound too 
bad, does it? And in fact, it is 
quite pleasant to play. 

There are some pretty 
standard puzzles, most of which 
involve doing 'the proper thing' 
— ie returning a lost purse to its 
correct owner. A bug of sorts 
lurks in this area; once you have 
returned the purse, the owner is 
perfectly happy to reward you, 
only to repeat cries of "Oh, now 


where can it be?" the next time 
you return! 

The game is in two parts, 
making a total of 64k, and Part 
two begins as you make your 
way towards the Ice Palace. 

The Snow Queen probably 
won't achieve such chart success 
as a blood and guts adventure, 
and many gamers will no doubt 
find the story idea rather 
repulsive. 

Jim Douglas 


• Vocabulary 

7 

• Atmosphere 

8 

• Personal 

6 


BOOKS 


• THE SPECTRUM ADVENTURER 

• Mike Gerard 

• Duckworth £3.95 

I'm not quite sure whether or not 
I agree with the idea of 
publishing complete solutions to 
adventure games. It takes the 
essential element of mystery out 
of a game if you know you only 
have to toddle along to 
W H Smith to learn all that has 
been baffling you. Perhaps it 
also reduces the sense of 
achievement felt by a player who 
finally cracks a game himself, 
knowing that people who have 


finished it are two a penny, 
having bought the whole 
solution. 

On the other hand, I suppose 
people who have been genuinely 
frustrated for many months, do 
have a right to know the answers 
to the mysteries for which they 
have paid, and so to be put out 
of their misery. 

From the point of view of the 
author and publisher of a game, 

I suppose it is adl right for their 
secrets to be revealed when the 
game has been around a long 
while. 

In The Spectrum Adventurer, 


Mike Gerrard provides 100% 
solutions, including complete 
maps, for four games: Valhalla, 
Snowball, Twin Kingdom 
Valley and Urban Upstart. For 
the latter three, the solutions are 
arranged as an index of 
problems, which are then looked 
up in the text that follows. 
Valhalla is presented in a 
slightly different format, with a 
fairly long introduction on the 
strategy to adopt, followed by a 
commented list of locations. All 
the maps appear as appendices 
at the back of the book. 

As one would expect with 


Mike's name on the front cover, 
the book is impeccably written 
in an easy style, and represents 
good value to anyone who is 
irretrievably stuck in even one of 
the four games. If you are just 
mulling over a sticky problem 
though, my experience is that a 
full solution to hand is too much 
of a temptation, and even the 
most determined adventurer will 
make the feeblest excuses to 
himself to look up something that 
is temporarily stopping progress! 

Still, I suppose it would make 

my life a bit easier. 

Keith Campbell 





















Because of their complexity. Adventure programs are not easy to write. To do so, one must be 
very conversant with one's chosen programming language, be it Basic or Assembler, since the 
program carries out complex string operations to convert the player's English command into 
a machine usable form. 

Most Adventure software houses and authors, perfectly capable of producing a machine code 
program, have their own Adventure System, enabling them to speed up the production of the 
finished game once the plot has been defined. 

Here, Keith Campbell takes a look at two new utilities recently released for the Amstrad. 


ADVENTURE CREATORS 



THE GRAPHIC ADVENTURE CREATOR 





•Incentive Software 
•Amstrad CPC464, 664, 6128 
•Cassette £22.95; Disk £24.95 

Written by 19-year-old Sean 
Ellis, an undergraduate in 
Cybernetics and Computer 
Science at Reading University, 
this is a very clever and user- 
friendly piece of software. 

Operation of the program is 
from a main menu, with separate 
options for the entry of verbs, 
nouns, adverbs, objects, room 
descriptions and messages, as 
well as three levels of conditions 
and graphics. 

Entry of the vocabulary is 
simplicity itself — the user just 
types in each word, preceded by 
its reference number, on a line 
at the base of the screen, and 
presses ENTER. The number and 
word supplied are then inserted 
in alphabetical order into a list 
filling the major part of the 
screen above. 

An arrow is positioned halfway 
down the list, pointing to the 
entry which will be made 
available to edit if ENTER is 
pressed with no text in the input 
field. The up and down cursor 
control keys are used to scroll 
the list against the arrow to 
effect the selection. 

Room, objects, messages and 
conditions, have a slightly 
different form of entry. The user 
is prompted for the entry 
number, and then, in turn, the 
various parameters associated 
with it. With objects, for 
example, the description is first 
displayed. This can be edited if 
it exists, -or will be added if it is 
a new one. On pressing ENTER, 
the room number in which the 
object is to start is shown, and 
this is followed by its weight. 

Validation is carried out on the 
it is entered. For 


example, when you add a new 
room, for example, you are 
asked the connections, and must 
enter the direction followed by 
the destination. If the direction 
has not already been supplied, 
the checking prevents this from 
being entered, and a message 
tells you why. 

This error message, when I 
first encountered it, led me to 
the horrific discovery that the 
direction must be entered on the 
VERB list! Thus to go east, if an 
allowable abbreviation is to be E, 
then E must be included as a 
verb. I also concluded that the 
verb list, or at least a verb to be 
used elsewhere, must be entered 
first, a point that I was unable to 
spot in my pre-publication copy 
of the manual. 

There is a way round this 
problem, however. Should the 
player be allowed to be long- 
winded and type GO EAST, 
those words must be included on 
the verb and noun lists 
respectively, and the resulting 
movement must be entered as a 
condition in the 'local' condition 
list applying to a specific room. 

There are three levels of 
condition: Local, applying to a 
specific location; Low Priority; 
and High Priority. These are 
entered in a form resembling a 
high-level computer language: 

IF (VERB 6 AND NOUN 1 AND 
CARR 5) DROP 5 OKAY END 
and IF (VERB 14 AND NOUN 1 
AND AVAI 5) 1 SWAP 5 CTR 0 
+ 20 CSET 0 MESS 15 SET 2 
WAIT END 

Not difficult, but there are 
keywords and a syntax here 
which must be learned if the 
utility is to be used effectively. 

To build up a plot, there are 255 
markers and 127 counters 
available for use in the condition 
lists. 


tapping the COPY key twice 
effectively breaks the current 
line and starts a new one. 

A 'pen' to the right of the 
window moves up and down, 
indicating by contact with the 
'paper' beneath it, whether 
DRAW is on or off. 

A choice of four colours is 
offered, and any four can be 
selected, with shades of 
combinations of any two of those 
four also available. An area 
enclosed by lines is filled with 
colour by first selecting the 
colour or shade required, 
positioning the cursor inside the 
area, and then pressing F to 


picture will automatically display 
when the player enters that 
location, and it is very fast in 
doing so. 

For those wishing to create a 
text-only adventure, the provision 
of graphics is optional, and to 
protect the sensibilities of the 
text-adventure player faced with 
a graphics adventure, when 
r unnin g the game, the player has 
the ability to switch the graphics 
off and on. 

The game can be fully played 
from within the Adventure 
Creator, and an appropriate 
message will be displayed when 
an error is encountered, to help 


Having entered a lot of data, it 
is essential to be able to keep 
track of it all, so as to be able to 
compare the numbers assigned 
to the various words, objects, 
rooms, and so on. Although 
these can be viewed from the 
editor, it would be impossible to 
fit them all on the screen at 
once. This is where the PRINT 
option comes in handy, enabling 
any of the lists, including 
reference numbers, to be put out 
on an Amstrad printer. This 
allows a careful study of 
everything that has been 
entered, and saves the user 
having to keep a careful hand¬ 
written list of everything as he 
enters it. 

Perhaps the most striking 
feature of this utility is the 
graphics option, which is a joy 
to use. Straight lines can be 
drawn by simply pressing the 
COPY key once, and moving the 
cursor using the arrow keys. The 
resulting line will be a straight 
one from the start position to the 
current cursor position — in 
other words, it will not turn 
through an angle. Where a 
change of direction is required, 


FILL. This may have to be 
repeated a few times with the 
cursor in different positions, but 
it is a quick process. There is 
also a facility to superimpose 
one picture upon another, and 
this can be used to very quickly 
build up a series of different 
pictures using picture 'modules' 
already created. 

Pictures are thus very easy to 
create, and each is associated 
with a room number, using the 
room option. Once done, the 
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debugging. As a further aid to 
testing, play can be interrupted 
to view a diagnostics screen 
showing the state of all the user's 
flags — the markets and 
counters. After viewing these, 
the game may be continued from 
the point at which it was left. 

When complete, the game 
created can be saved to disk or 
tape, and the saved version will 
run independently from the 
utility. 

You will need to study the 



manual carefully and play about 
with the Creator quite a bit 
before you sit down and write an 
Adventure for real. Worth it. 


though, for once mastered, this 
seems to me to have the 
flexibility to meet most plot 
requirements you are likely to 
dream up. It is easy to learn and 
use, and provides a very slick 
method for entering and editing 
data. 

I put it way ahead of the 
Quill. 

•CRL Group PLC 
•Amstrad CPC 464/664 
• £9.95 

The Genesis Adventure Creation 
System consists of a suite of 
three programs. TEXTURE is the 
text editor, the business part of 
the package, in which the 
adventure is created. DEPICTER 
is the graphics and sound 
creator. CLONER is the module 
used to save the adventure 
created on to tape and in a 
playable form. 

The Text editor is operated 
from a series of menus, which 
always occupy the top half of the 
screen . The menus are 
displayed in a box to the left, to 
the right, memory usage is 
constantly monitored. The lower 
half of the screen is the 
input/edit area. Upon selecting 
one of the options from the main 
menu, a sub-menu replaces it 


COMPARISON TABLES 

GAS 

INCENTIVE 

CRI 

•Price (cassette 

£22.95 

£9.95 

•Price (disk) 

£24.95 

nli 

# Manual 

6/10 

2/10 

•Ease of Data Entry 

9/10 

mo 

•CraditionAdion syntax 

7/10 

2/10 

•Graphics 

9/10 

5/10 

•Sound 

n/a 

3/10 

•Saving program 

10/10 

mo 

•Print option 

%s 

No 

•Play within ntOity 

Yes 

No 

•Markeistamnters 

255+127 

50 

•Overall ease of nse 

9/10 

2/10 


without the screen completely 
cleaming. Where there are 
further sub-menus, the same 
process continues. Input of 
vocabulary, object and location 
data, etc., is carried out in the 
lower half of the screen as the 
appropriate prompts appear. 

Despite trying hard, after some 
five hours spent reading the 
manual and experimenting by 
inputting location and object 
details, I was nowhere near to 
understanding how the utility is 
supposed to be used to create an 
adventure, let alone have the 
beginnings of one up and 
running. 

The main menu screen is 
displayed in 80 character mode, 
and is none too easy on the 
eyes. Presented in unfriendly 
words whose meaning is not very 
obvious, the option headings and 
prompts are not at all helpful, 
with choices such as: Obj.Status 
list, and Def.Objects. If in doubt, 
it is usually helpful to consult 
the manual. 

Unfortunately, the manual does 
not make easy reading either — 
the size of the text is 
microscopic. After borrowing my 
grannie's specs, I just about 
managed to read it, but was 
disappointed with what I saw. It _ 
is not very well ordered, and 
starts off with generalised 
examples before getting properly 
to grips with the subject — if it 
ever does. I always find it easier 
to use a program if there is a 
concise list of instructions, with 
an example or two, rather than a 
lot of verbose technical waffle. 

Turning to the Texture Options 
Reference Section, I started by 
trying to enter my first object. In 
addition to a reference number, 

I was dismayed to discover that I 
had to give it a name quite 
separate from the actual 
description of the object to 
appear in the game. Every time I 
tried to go back on a previous 
object, I seemed to get the 
message telling me that this was 
a new entry, and asking me to 
confirm it. 'Bytes used' started to 
be registered, but other than 
that, the object seemed lost 
forever, as I exited the option 
with no confirmation or 
comment. My input had either 
been soaked up, or ignored — I 
wasn't sure which. 

Associated with the object 
definition option is an object 
status option. On selecting that, 


I was asked for a name ioi the 
status! Nowhere could I find any 
guidance as to what on earth I 
should be putting in for either 
this or the status itself. 

Things seem incredibly 
complex for a utility that is 
supposed to make adventure 
creation easier than 
programming! For example, the 
ACTION for a TAKE command 
is entered as: 

CALL <30>: 

(OBST(CARRIABLE,OBl)=01 
MSG<17,1> FINISH: 

(OBLC(OBl) PLOC1) MSG<9,1> 
FINISH: 

(OBST(CARRY,OBl 0) 

MSG<8,1> FINISH: 

COPY<l;OBST(CARRY,OBl)> 

CALL<39>FINISH: 

I was beginning to get the 
feeling that learning Assembly 
Language would be just as easy 
and a whole lot more useful: 

Graphics are created on an 
entirely separate program, 
DEPICTER, and although I fared 
a little better using this, I found 
it was heavy going, and I failed 
to produce a picture. The sound 
feature also offered a challenge, 
but one that I soon abandoned. 

Because the graphics creator 
is a separate program module, 
-the complete adventure cannot 
be run from within the utility. 

To create the fully playable 
version is fiddly to say the least, 
first, data must be saved from 
the CLONER module, and then 
to the same tape must be added 
saved data from both the text 
and graphics editors. 

Although the utility appears to 
be well programmed, the overall 
impression I got was that it was 
written by professional 
programmers for professional 
programmers. But having said 
that, I would emphasise that I 
found it very difficult to follow 
how to use this utility. 

I therefore conclude that 
Genesis fails in its objective — 
to simplify the task of creating 
an adventure game. 

Next month in the Adventure 
Reviews section, Keith Campbell 
and the team will be taking a 
long, hard look at the long 
awaited Lord of the Rings 
adventure from Hobbit man 
Philip Mitchell. Has it been 
worth waiting for? Keith, Paul 
and Jim will be telling you just 
28 days from now. Don't miss this 
mega-review in C+VG in your 
shops from February 16th. 







































LOOKING FOR A BARGAIN? 
WEEK AFTER WEEK 
LOOK NO FURTHER - 
AT THESE PRICES 
EVERY DAY IS SALE DAY 


e.g. C64 

SPY VS SPY 

£5.00 

C64 

COMBAT LYNX 

£5.00 

C64 

SHERLOCK 

£5.00 

SPECTRUM 

BRIDGE PLAYER 2 

£4.00 

SPECTRUM 

KONG STRIKES BACK 

£3.00 

BBC 

EDDIE KIDD 

£4.00 

AMSTRAD 

FOREST AT WORLDS END 

£4.00 

VIC 20 

TOM THUMB 

£3.00 


THIS IS A SAMPLE OF OUR SUPER SAVER PRICES 

We stock 1 5,000 tapes and disks covering the 
following machines. Atari 400/800, Atari 2600, 
Amstrad, BBC, Commodore 16 and 64, Dragon, 
Electron, MSX, Oric, Spectrum, Texas, 99/4A, Vic 
20, ZX81. Plus: Games Machine Supplies also 
available. 

Stockists of Hardware, Software, Consumables, 
Books, Magazines and all computer requirements. 

Free mail order. 

Send s.a.e. to: 

J.B. SOFTWARE 

P.O. Box 247, Birmingham B11 3SD 
Hotline 021 236 1976 

(Ansaphone outside of working hours) 


MIDLAND COMPUTER 
LIBRARY 

A SUBSIDIARY OF PLATINUM GOLD 

* OVER 4,000 different titles available for hire for the 
COMMODORE, SPECTRUM, BBC, AMSTRAD, ATARI 
and MSX computers. 

* ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS 
software too. 

* HIRE PRICES from onlay 60p INC P&P. 

* 205 DISCOUNT off all purchase software. 

* FREE CATALOGUES. 

* FREE HINTS AND TIPS. 

* FAST RETURN OF POST SERVICE (if reserves are 
given). 

* ALL GAMES manufactures ORIGINALS with full 
documentation. 

* OVER 6,000 satisfied members. 

* EUROPEAN members welcome. 

* LIMITED PERIOD ONLY FREE MEMBERSHIP. 

* Fully computerised system keeps track of your order. 

We pride ourselves in being the most professional Hire 
Library in the United Kingdom, with staff of 14 who 
know what the word service means. Backed by our own 
software company and programmers. 

MIDLAND COMPUTER LIBRARY CVG 
28 COLLEGE STREET, WORCESTER WR1 2LS 
TEL: 0905 611072 

Please rush me my free catalogue stating 
machine. 

Name. 

Address.. 

Ssr 




His Turnbuckle Fly will show you 
the ropes. 

ROCK'N 
WRESTLE i 


ARCADE INTERNATIONAL SOFTWARE 


BEST DISCOUNTS IN BRITAIN 




Our 



Our 

SPECTRUM 

RRP 

Price 


RRP 

Price 

COMIC BAKERY 

7.95 

5.75 

COMIC BAKERY 

8.95 

6.75 

COMMANDO 

7.95 

5.75 

WINTER GAMES 

9.95 

7.25 

SUPERMAN 

9.95 

7.25 

SCOOBY D00 

7.95 

5.75 

ELITE 

14.95 

10.50 

NIGHTSHADE 

9.95 

7.25 

ENIGMA FORCE 

9.95 

7.25 

SUPER BOWL 

9.95 

7.25 

RAMBO 

7.95 

5.95 

OUTLAWS 

9.95 

7.25 

THUNDERBIRDS 

3.95 

2.95 

DRAGONSKULLE 

9.95 

7.25 

WILLOW PATTERN 

3.95 

2.95 

DEATH WAKE 

7.95 

5.75 

TRANSFORMERS 

7.95 

5.75 

FIGHT NIGHT 

9.95 

7.25 

SUPERBOWL 

9.95 

7.25 

YIE AR KUING FU 

8.95 

6.75 

CYBERUN 

9.95 

7.25 

HARD BALL 

9.95 

7.25 

WANTED GUN FRIGHT 

9.95 

7.25 

STREET HAWK 

8.95 

6.75 

PENTAGRAM 

9.95 

7.25 

BALLBLAZER 

9.95 

7.25 

WINTER SPORTS 

9.95 

7.25 

MERCENARY 

9.95 

6.95 

STREET HAWK 

7.95 

5.75 

PING PONG 

7.95 

5.75 

PING PONG 

7.95 

5.75 

“V" 

0.00 

0.00 

YABBA DABBA D00 

7.95 

5.75 

ANY MASTERTRONIC TITLE 

1.99 

1.75 

BIG DADDY ROCK & WRESTLE 

8.95 

6.75 

REUS 

14.95 

10.50 

THEY SOLD A MILLION 

9.95 

7.25 

PITSTOP II 

10.95 

7.95 

BACK TO SCHOOL 

6.95 

5.25 

SUMMER GAMES II 

9.95 

7.25 

ROLLER COASTER 

6.95 

5.25 

EXPLODING FIST 

9.95 

7.25 

HALL OF FAME 

9.95 

7.25 

ROCK & WRESTLE 

9.95 

7.25 

DEATH WAKE 

7.95 

5.75 

ZORRO 

9.95 

7.25 

SUPERMAN 

9.95 

7.25 




SCOOBY 000 

7.95 

7.25 

Cl 6 



ANY MASTERTRONIC TITLE 

1.99 

1.75 

ROCKMAN 

1.99 

1.75 

YIE AR KUNG FU 

7.95 

5.75 

LAS VEGUS 

1.99 

1.75 

DR WHO 

14.95 

10.50 

13 M.X. RACERS 

1.99 

1.75 

WINTER GAMES 

7.95 

5.75 

FORMULA 1 

1.99 

1.75 

DESERT RATS 

9.95 

5.75 

TUTTI FRUITTI 

1.99 

1.75 

ARGONAUTICA 

7.95 

5.75 

SPECTIPEOE 

1.99 

1.75 




SQUIRM 

1.99 

1.75 




C.16 titles in stock. Please phone for price. 


COMMODORE 64 






COMMANDO 

9.95 

7.25 

AMSTRAD 



RAMBO 

8.95 

5.95 

STARSTRIKE II 

7.95 

5.75 

ELITE 

14.95 

10.25 

ROLLER COASTER 

8.95 

6.75 

THEY SOLD A MILLION 

9.95 

7.25 

YABBA DABBA D00 

8.95 

6.75 

ROLLER COASTER 

7.95 

5.75 

RAMBO 

8.95 

5.95 

TIME TUNNEL 

9.95 

7.25 

COMIC BAKERY 

8.95 

6.75 

HALL OF FAME 

9.95 

7.25 

ANY MASTERTRONIC TITLE 

1.99 

1.75 

DESERT FOX 

0.00 

0.00 

WINTER GAMES 

9.95 

7.25 

YABBA DABBA D00 

7.99 

5.75 





(All prices include post and packaging. Overseas orders please add £1 per tape). 

If the game your require is not listed, please phone 01471 8900, 9.30 to 5.00; 
01-519 1540, 6.30 to 9.30 evenings. 

Remember our prices are hard to beat. Send cheque/PO to: 

ARCADE INTERNATIONAL SOFTWARE 
Unit 202, Shopping Hall, Murtle Road, East Ham, London E6 
Telephone: 01-471 8900 





































★ Spectrum \ 

★ Amstrad \ 

★ Commodore ' 
64/128 

Computer Owners 


YES....place an order for our magazine and we'll send you one of the above games absolutely free. We 
will also enrol you in our Discount Software Club enabling you to purchase software & utilities at huge 
savings over shop prices. We offer all the latest titles at up to £4 off shop prices (see panel for details) 
plus many older products at pocket money prices. In all we carry over 300 titles each for the Spectrum, 
Commodore 64 and Amstrad. 


I 


) 



MR.SOFTWARE LIMITED 
KELVIN HOUSE, TOTTERIDGE 
AVENUE, HIGH WYCOMBE, 
BUCKS HP13 6XG 
(0494) 450751 


* Export Customers: We welcome orders from all parts of the world, please note the following 
subscription and postage rates outside UK:- Europe — Subscription £7.00. Post £2; U.S.A. and Mid¬ 
dle East — Subscription £9, Post £3; Australia, Far East and South Africa — Subscription £12.00, 
Post £4. Please note that all Magazines are despatched by Air Mail postage to keep you right up to date. 


My computer is a: 


SUBSCRIPTION FORM 

□ Spectrum □ Spectrum + □ Amstrad 


CODE: 45 

□ Commodore 64 /l 28 


I wish to subscribe to your magazine for the next 12 months and take advantage of the "Free Game" 
offer, for which I enclose £5 plus 75p post & packing for the free game. The game I would like is:- 

□ Finders Keepers □ Spellbound OThe Last V8 □ Chiller □ Chequered Flag 

(All machines) (Spectrum only) (C-64 only) (Amstrad only) (Spectrum Only) 

Note: If you would like to order some of the games shown in the panel above, list them on a separate 
piece of paper and add the total cost to your payment. 

_value £_ 


I enclose a cheque/postal order no _ 

or 

please charge my Access/Visa Card No 

□□□□□□□□□□□□□□□□ 

I understand that if I am not fully satisfied with the goods, I may return them within fourteen days 
for a full refund of the cost of the games and the Magazine subscription. 


Name (BLOCK CAPS) 


EASY ORDERING - FAST 
SERVICE 

You can order from our substantial range 
as and when you like. There are no 
minimum order requirements — you don't 
have to buy anything at all. When you do 
order we do our best to despatch your 
goods within a week — often quicker. 


SIX MAGAZINES A YEAR 


A subscription of just £5.00 will bring you 
six magazines a year through the post. 

Each magazine is packed with reviews of 
all the latest software, reader's game play¬ 
ing tips, competitions to enter, our 
reviewer's personal choices and a summary 
of how the other magazines rate the new 
releases. 


HOTLINE KEEPS YOU UP TO 
DATE 


Subscribers to the magazine can 'phone 
our 24 hour Hotline for up to the minute 
news of the latest releases. A three minute 
recording, updated weekly, details the new 
titles and their prices. Credit card holders 
may order by phone too! 


HARDWARE AND UTILITIES 
SUPPLEMENT 


Every new subscriber to the magazine gets 
a 24-page review of some of the more 
popular utilities — such as word process¬ 
ing software — and hardware including 
joysticks and Spectrum interfaces. 



SEE HOW YOU SAVE WITH 

MR.SOFTWARE "BONUS' 

PRICES 


Title 

Shop 

Bonus 

You 



Price 

Price 

SAVE 


Shadow of the Unicorn 

14.95 

11.45 

£3.50 


Elite 

14.95 

10.95 

£4.00 


Fighting Warrior 

7.95 

5.95 

£2.00 


Spy v Spy 

9.95 

6.95 

£3.00 

2 

Tau Ceti 

9.95 

6.95 

£3.00 

3 

BC 

Frank Bruno's Boxing 

6.95 

3.95 

£3.00 

F 

Monty on the Run 

7.95 

5.95 

£2.00 

o 

Ul 

Way of the Exploding Fist 

9.95 

6.95 

£3.00 

A 

Critical Mass 

8.95 

5.95 

£3.00 

(A 

Starquake 

7.95 

5.95 

£2.00 


International Karate 

6.50 

4.50 

£2.00 


Who Dares Wins II 

7.95 

5.45 

£2.50 


Monty on the Run 

9.95 

6.95 

£3.00 


Winter Games 

9.95 

7.95 

£2.00 

5 

Way of the Exploding Fist 

9.95 

6.95 

£3.00 

O 

Spy V Spy II 

9.95 

5.95 

£4.00 


Elite 

14.95 

11.45 

£3.00 


ACE 

10.95 

7.95 

£3.00 

o 

Lords of Midnight 

9.95 

6.95 

£3.00 

< 

3D Grand Prix 

8.95 

6.95 

£2.00 

cc 

Battle of Britain 

9.95 

7.95 

£2.00 

Jr 





w 

Marsport 

y.yb 

b.yo 

to.UU 

2 

Match Day 

8.95 

6.45 

£2.50 

< 

Souls of Dakron 

9.95 

6.95 

£3.00 
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Guide to the helicopter simulation Toma¬ 
hawk, and an impressive competition, not 
for the feint hearted, featuring the high 
sport of Gladiators. 

Such a package to keep travellers away 
from my hospitable inn, and instead at 
home with their keyboard friend. 

Remember as you pass the sign of the 
Dancing Newsagent, there is no better 
adventure than the February issue of 
Sinclair User. 


Recently I have been burning the midnight 
oil, to ensure that no gallant adventurers 
have been left in limbo to be put upon by 
bands of straggling ores or such like. For 
hours on end I have been searching for the 
true answers to The Hobbit and Lord of the 
Rings. Following the weary traveller in Dun 
Darach, entertaining the yuppies in Hamp¬ 
stead and tackling the problems in Fair- 
light; ... I have searched the hinterlands 
hi & lo, conversed with drunkards and 
bards, noblemen and thieves to bring you 
the best tips on the FIFTEEN top adventure 
games of the year. 

Only now as l sit at the Dancing Ogre, 
exhausted from my search, can I reveal that 
after all my hard work The Gordo 
Greatbelly's Book of Adventure will be 
FREE with the February issue of Sinclair 
User (that mad mania of generosity must 
have really affected the editor). 

Rumour has it that the assorted elfs, 
dwarves and trolls that also work on the 
magazine have been busily beavering 
away, to bring you extensive reviews of 
Enigma Force from Beyond, Commando 
from Elite, Yie Ar Rung Fu from Imagine, 
and that temptress from the east Twister — 
Mother of Charlotte, a latter day visitor to 
my cosy establishment. 

Plus a review of a new tool of terror the 

Sinclair 128, an extensive Official Players' 


P.S. The February issue of Sinclair User 
including Gordo Greatbelly's Book of 
Adventure is on sale Jan 18th. 


GORDO GREATBELLY, LANDLORD 


























Dear Newsagent 

Please reserve me a regular copy of COMPUTER + 
VIDEO GAMES, otherwise I’ll have to send my friend 
Big Red round!! 

Name _ 


Address 


BAD 





Barney’s Clothes Line will really 
choke you up. 


IROCKNI 
WRESTLE 









56K Spectrum extension? Instant back-up of any program ? 

Joystick & video interfaces ? YES ! All this & even more with 

N°1 SPECTRUM MULTIPURPOSE INTERFACE 

rssAiiZfjrrj Ofjf- 

UNPRECEDENTED - UNPARALELLED - UNDEATABLE 

at C39.9S! 

Internal 8K ROM and 8K RAM open new concepts in Spectrum computing: 100% reliable saving of anything, anytime and onto 
all types of peripherals with extra 8K at user’s disposal and with a full peek & poke facility covering the entire 56K. 
MULTIFACE ONE does not take any part of Spectrum RAM & does not need any additional software. Just push a button to 
freeze a program, save it and restart from the same point next time. Peek/poke facility and 8K RAM (say with a monitor 
disassembler) are also ideal for studying, modifying, developing programs. 

9£Menu-driven with prompts & one-touch commands: 1)Push button 2)Select function: exit/return/save/poke 

3) Input name 4) Save to : tape/cartridge/wafer/opus/beta 

3f»Extremely poverful & efficient compressing for fast re-loading & using minimal room on cartridges, tapes, wafers, disks. 

A 7K screen can be compressed to a few hundred bytes,the whole RAM into a few K (depending on a program). 

Option to save a full 24-line screen only Pressing the button & return can restart a ’’crashed” computer 

Through extension bus lor connecting other peripherals SfrUser friendly, fully error trapped, simply magic 
H* Users must ensure the copyright laws are not infringed 

Expand your Spectrum to 56 K and stretch its capabilities even further with 


wMmw Ofjfi ESSENTIAL SPECTRUM COMPANION 


The software way of transferring Spectrum software. 

4 utilities for m’drive, 2 for wafadrive,2 for Opus Discovery. 
Invaluable for cartridge/disk maintenance & automatic transfers. 
Highly professional, user-friendly, versatile and comprehensive. 
An ingenious piece of software.’ 

***** Features ***** Performance PCN 


TOP SOFTWARE AT BOTTOM PRICE 


Wriggler 

One of the hest quotes for any machine I've seen for very tony time'. 

Wriggler is a totally original game! CRASH SMASH STAR GAME PCN 
'Great game, good music, well recommended.' What Micro 

'The grahics and sound are excellent and the game is totalis addictive! 
10/10 value & playability, 9/10 graphics & sound. C&V Games 
’This is a great game.' CAS Well worth buying! ZX C & Crash 
If you've any sense you’ll order your copy now.' PCN A WINNER’ PCW 


NOW FOR AMSTRAD!! SPECTRUM version at Xmas PRICE 


Mil 

Complete Spectrum music system for writing, editing, playing, 
printing & storing music. Its real notation graphics and ease of 
use make it an ideal educational tool. Great fun to play with & 
a lot to offer in serious use (transposing, dot matrix printout etc). 
Avery professional piece of programming, easy to use, 
excellent screen presentation, error trapping' & helpful 
prompts. If you’re interested in music and own 
a computer then get it: ZX Computing 


MIDI compatible with MIDI MUSICIAN package 
New overlay for Spectrum + Now at Xmas price! 


I enclose a cheque/PO for £.WK8Europe orders please Please send me (tick as applicable): _ 

' - 1 overseas \.i) IjranS-EXPRESS cartridge £9.95 □ tape (for nrdrive) £ 7.95 □ 


or debit my 


No 


Name.Card expiry.. 

Address. 


MULTIFACE 


£39.95 □ 


disk (Opus Discovery) 


MUSIC TYPEWRITER 


£9.95 □ wafer (Rotronics) £ 9.95 □ 


£7.95 □ with supplement £ 9.95 □ 


WRIGGLER Spectrum tape £4.95 0 or cartridge £ 6.95 0 
WRIGGLER Amstrad tape £7.95 0 or disk version £11.950 


77 Dyne Road London NW6 7DR *2* 24 hrs E3 531 orders 01 625 9463 48 ? 
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Entry Coupon 

Cut out this coupon and send it 
with a completed entry form 
included with any of the new 
Durell games. 


ichnical Assistance from Lotus Cars Ltd 


DlRcLL 


\jX : ; 

l&w- -- y—i~ 

' ^ -] 1 


































WANTED: FILM DIRECTORS! 

Fancy yourself as a film director? Course you da Well thanks 
to Electric Dreams, the people bringing you the Back to 
the Future game, you could become the next Steven 
Spielberg. Those extremely extravagant Dream people, not 
satisfied with the prizes they gave away in C+VG last issue, 
want you to win a JVC video camera plus all the add-ons that 
will turn you into a movie mogul. Make your own sci-fi films 
to equal Star Wars or simply take moving pictures of you 
and your mates being very silly. An amazing prize for one 
of our amazing readers. 

And 10 runners-up will get one of our special Big Red t- 
shirts which make even the puniest person look like Conan 
the Barbarian, plus a giant movie poster. 

THE PRIZE mm 

What you’ll win if we choose your poster as the winning | 
entry is an amazing JVC Camcorder. It’s a camera that 
does everything bar make the tea for you in the mornings. JM 
It uses special mini C-type video tape and is completely 
self contained. No heavy battery packs to carry around. “ 
You simply stick in a cassette and away you ga You can n 
even playback what you’ve shot directly from the camera 
to your TV. ■ 

h 

l 


What do you have to do to win? It’s really pretty simple. 
Just pick your favourite film and create a poster for it. You 
could even pick your favourite book that you think should 
be made into a movie and begin the advertising campaign 
early! 

You can paint or draw the poster — it can be any size you 
like. But remember it’s got to come through the post 
undamaged. 

Once you’ve completed your masterwork attach the 
special C+VG coupon to it and rush it off to your nearest 
postbox addressed to Computer and Video Games, Movie 
Poster Competition, Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. Closing date for the competition is 
February 16th and normal C+VG competition rules apply. 


C+VG/ELECTRIC DREAMS MOVIE POSTER COMPETITION 
Please fix this coupon to your entry 

Name_ 

Address_ 


T-shirt size Med □ Large O (tick box) 


l 

l 

l 
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A number one arcade Wt \<or 

your computer 




Th 


y/Fici. 


coin 


9am e 


?Pyide 


through the “ 
wizards temple to rescue 
the fair maiden, beware 
the weapon weilding 
hench men, defeat the 
deadly guardian of the 
five floors. JL\ 


U.S. Gold Limited, 

Unit 10, Parkway Industrial Centre, Heneage Street, 
Birmingham B7 4LY.Tel: 021-359 8881 


TAPE DISK 

£9.95 £14.95 



















sports journalist and 
editor of the Rothmans 
Football Yearbook. The 
“bible" of the soccer 
world. 

And thanks to the 
people at Holt-Saunders, 
we've got 25 copies of the 
Quick Quiz as prizes to 
the people who can 
answer the five football 
questions below. 


3) Italy won the 1982 
World Cup Final by three 
goals to one. Who scored 
West Germany's goal? 

A Rummenigge 
B Breltner 
C Hrubesch 
D Fischer 

4) Who was the football 
league's leading scorer in 
1983-84? 

A Treavor Senior 
(Reading) 

B Ian Rush (Liverpool) 

C Kerry Dixon (Chelsea) 

D Keith Edwards (Sheffield 
United) 

5) Which of the following 
countries have never 
beaten England? 

A Peru 
B Chile 
C Mexico 
D Norway. 

Send your answers, 
together with the coupon 
printed below, to 


Rothmans Football Quick 
Quiz Competition, 
Computer + Video Games, 
Priory Court, 30-31 
Farringdon Lane, London, 
EC1R 3AU. Closing date is 
December 16th and the 
editor's decision is final. 


1) How many clubs in the 
football league have an X 
in their name? 

A 3 
B 4 
C 5 
D 6 

2) Which was the last 
second division team to 
win the FA Cup? 

A West Ham Unlied 
B Southampton 
C Sunderland 
D Ipswich Town 


If you're not chanting 
C+VO right now you 
should be ashamed of 
yourselves. 

Yes, the world's 
champion computer mag 
proves once again it's in a 
different league from all 
the rest by bringing you 
another great 
competition. 

And this time we've 
gone football crazy! 

Rothmans Football Quick 
Quiz, published for the 
Spectrum by Eastbourne 
based Holt Saunders, is a 
must for all avid soccer 
fans. 

Quick Quiz consists of 
1,000 questions on British, 
European and 
International soccer, with 
subjects ranging from 
famous goals to trivia. 

The questions were 
written by Peter Dunk, 


■ C+VG/ROTHMANS 
Hh . FOOTBALL QUICK QUIZ 

! NAME_ 

ADDRESS_ 


ANSWERS 
1 _ 


























^HOTSHOTS 


Searchlight beams danced 
around the Computer + 
Video Games offices. Sirens 
wailed. 

It was a breakout! 

Two desperate men were 
on the loose, eager for 
action and the thrill of 
danger. 

Desperados Graham 
Knight and Graham Archer 
had been incarcerated in the 
office cells for attempting to 
“lift" the C-hVG November 
Hot Shot of the Month title 
on Monty on the Run , after 
his daring escape from 
Scudmore Prison. 

But only one of the 
Grahams would take the Hot 
Shot haul by winning on the 
month's nominated game. 

As armed guards looked 
down from the watchtowers, 
the two 13-year-olds settled 
at the computer to battle it 
out over five rounds. The one 
who took the most would be 
the winner. 

Graham Knight, from 
Luton, kicked off with a 
score of 750. But it was not 
enough to beat Graham 
Archer, of Sible Hedingham 
in Essex, who countered with 
1,050. 

Stunned into action 
Graham Knight scored 2,100 
to Graham Archer's 900 to 
draw the rounds. 

From then on things went 
totally Graham Knight's 
way, taking the third and 
fourth rounds 650 to 400 


and 800 to 600. Graham 
Archer conceded defeat. 

• The Hot Shot game for 
February is Elite's Com¬ 
mando for the Commodore 
64. Send your score on the 
printed coupon below to Hot 
Shot of the Month, 
Computer + Video Games, 
Priory Court, 30-32 Far- 
ringdon Lane, London, EC1R 
3AU. 

The games that we have 
picked for previous Hotshot 
competitions have proved 
extremely popular with you, 
our readers. But not even 
C+VG gets it right all the 
time and we'd like to know 
which games you would like 
to see in the Hotshot 
Challenge. 

So, don't delay get your 
nomination in the post now. 

And please don't forget to 
keep sending your hi-scores 
in. 

You do want to get your 
name in the universe's best 
magazine, don't you? 



©HI-SCORES 


DALEY THOMPSON'S DECATHLON 


1 Steven Mallon, Barrow-in-Furness — 2,174,089 

2 Chris Scott, Worthing — 1,985,163 

3 Andrew Blood, Hartshorne, Staffs — 1,592,421 

4 B Lucas, Leicester — 544,147 

5 Darryl Hulme, Barnsley — 543,444 

6 Paul Managhan, Fishguard — 498,639 

7 Scott Worley, Gosforth, Newcastle — 486,336 

8 David Dishon, Edinburgh — 381,345 


BRUCE LEE 


1 Mike Rudge, Wolverhampton — 12,967,315 

2 Mike Stratton, Ayr — 6,780,000 

3 Ian Teasdale, Hillingdon — 5,483,975 

4 Andrew Williams, Bormborough — 5,206,360 

5 Peter Heasman, Duston, Northampton — 4,680,375 


SPY HUNTER 


1 Andy Coopoer, Sedgley — 3,232,075 

2 Barry NcNeill, Airdrie — 1,998,975 

3 David Johnstone, Bowness — 973,085 

4 Richard Lee, Leicester — 260,300 


THE WAY OF THE EXPLODING FIST 


1 Mark Saunders, Wandsworth — 931,230 

2 Declan Kiernan, Co Wicklow — 111,400 

3 Andrew Marriage, Stanford-le-Hope — 93,750 


DALEY THOMPSON'S SUPERTEST 


1 Corey Brunt, Sheffield — 194,883 

2 Matthew Wheeler, Southampton — 119,260 

































Arcade Software. 

Ariolasoft. 

Cascade. 

Compumart. 

Cut Price Software. 

Database Publications. 

Databyte. 

Domark. 

Durell. 

Electric Dreams. 

Elite Systems. 

Firebird. 

G.B. Microland. 

Goodbyte. 

Gremlin Graphics. 

Imagine. 

JB Software. 

JJB Software. 

JR Software. 
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CUT PRICE SOFTWARE 




OUR 



OUR 



OUR 

SPECTRUM 

RRP PRICE 

COMMODORE 

RRP PRICE 

AMSTRAD 

RRP PRICE 

Elite 

14.95 11.00 

Elite 

14.95 

11.00 

Exploding Fist 

9.95 

7.45 

Shadow of the 



Superman 

9.95 

7.45 

Starion 

9.95 

7.45 

Unicorn 

14.95 11.20 

Spy vs Spy II 

9.95 

7.45 

Scrabble 

9.95 

7.45 

Impossible Mission 

7.95 

5.90 

Nextus 

9.95 

7.45 

Superman 

9.95 

7.45 

Winter Sports 

9.95 

6.95 

Winter Games 

9.95 

7.45 

Frank Bruno Boxing 

8.95 

6.70 

Starquake 

7.95 

5.90 

Summer Games II 

9.95 

7.45 

Sorcery + 



Monty on the Run 

7.95 

5.90 

Monty on the Run 

9.95 

7.45 

disk only) 

13.95 10.20 

Rambo 

7.95 

5.90 

All Ultimate 

9.95 

7.45 

Beach-head 

9.95 

7.45 

Bounces 

9.95 

7.45 

All U.S. Gold 

9.95 

7.45 

Marsports 

9.95 

7.45 

Superman 

9.95 

7.45 

All Activision 

9.99 

7.50 

Amstrad Disks 

12.95 10.00 

Shadowfire II 

9.95 

7.45 

All Ariolasoft 

9.95 

7.45 

Warlord 

8.95 

6.70 

All U.S. Gold 

7.95 

5.90 

All Beyond 

9.95 

7.45 

Raid over Moscow 

9.95 

7.45 

All Ultimate 

9.95 

7.45 

Shadowfire II 

9.95 

7.45 

All Ultimate 

9.95 

7.45 

Exploding Fist 

8.95 

6.70 

Rambo 

8.95 

6.70 

Devils Crown 

9.99 

7.50 

Fighting Warrior 

8.95 

6.70 

Daley's Supertest 

7.95 

5.90 

Sorcery 

8.95 

5.00 

Robin of the Wood 

9.95 

7.45 

Quake Minus One 

9.95 

7.45 

Transact 

29.95 

5.99 

Sorderons Shadow 

9.95 

7.45 

Starion 

9.95 

7.45 

Invosat 

29.95 

5.99 

Yie Ar Kung Fu 

7.95 

5.90 

Lit. Com. People (d) 14.99 12.99 

Codename Mat II 

8.95 

6.70 

Dr Who 

14.95 

12.95 

Lord of the Rings 

15.95 12.95 

Spy vs Spy 

9.95 

7.45 

Friday the 13th 

8.95 

6.95 

Revs 

14.95 10.00 

Sold a Million 

9.95 

7.45 

Lord of the Rings 

15.95 12.95 

Revs (d) 

17.95 12.95 

Glen Hoddle's Soccer8.95 

6.50 


Free game with every order over £20.00. Spectrum: Bicycle Works or Braxx Bluff. 
Commodore: Boulderdash. Amstrad: Flight Path 137 or Harrier Attack 
P&P included. Overseas orders add 75p per tape. 

Make cheques payable to C.P.S. Visa/Access orders welcome by phone. 

CUT PRICE SOFTWARE, 4 Slacksbury Hatch, Harlow, Essex CM19 4ET 
Tel: (0279) 24433 (24 hr ansaphone) 
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If you’ve just acquired a I 28 don’t miss our I 28 Software round-up. The best guide to what’s available now for your 
machine. Cl6 and Plus/4 owners can look forward to all the latest game reviews plus free type-ins for the baby 
Commodore. 


G Force won’t be joining in the festivities this Christmas. They have a bag full of game reviews to keep them 
glued to the screen. Big games like Desert Fox, Rock and Wrestle (please Melbourne House) Zoids (please Martech) and Yie 
Ar King Fu. Plus reviews of all the latest games under development including a sneak view of ‘V’ and several others. 


V (/ Once again Commodore User 
demonstrates that it is the only magazine covering what’s 
happening in America. We bring you an exclusive report 
from California — the inside story on Epyx — 
manufacturers of Summer Carnes II, Winter Carnes, 
Impossible Mission and Pitstop. Not to be missed if you 
want to find out what games to look out for next year. 


4T 

('tee, on the front cover of next month’s issue 
PLAY BETTER — the most comprehensive round-up of 
hints and tips, maps, peeks and pokes to help you score 
higher on your favourite games. There’s 24 pages of them 
— all in full colour. If you are into games on the 64 you 
have GOT TO GET THIS FREE SUPPLEMENT. 


All this plus your letters, lots of 
competitions, peripherals reviews, the 
best adventure column in the business, 
Gallup Top Twenty games chart, and all 
the games gossip in Hot Shots. 


To avoid disappointment order 
your copy from your local 
newsagent now. ON SALE JAN 26. 
A giveaway at 95p. 


/ Get stuck into 

part two of our Secret Service feature showing you how 
to generate codes with your Commodore micro. Plus 
Computer Magic — short programming tricks for your 
64. 


































MICRO RETAILERS 


ASK YOUR LOCAL EXPERT 


Every month selected computer specialist shops will be listed in your favourite magazine. If you want to buy anything you've seen 
in the magazine, go and see your nearest specialist. 

KENT MICRO COMPUTERS 

57 Union Street 
Maidstone 


AVON 


MIDDLESEX 


SOFTWARE PLUS 

12 York Street 

Bath 0225 61676 


BERKSHIRE 


BRACKNELL COMPUTERS 

44 Broadway 

Bracknell 0344 427317 

SOFTWARE CITY 

47 Cheap Street 
Newbury 

Berks RG1 45BX 0635 31696 


DERBYSHIRE 

FIRST BYTE COMPUTERS 


10 Main Centre 


London Road 


Derby 

0332 365 280 

DORSET 

DENSHAM COMPUTERS 


329 Ashley Road 


Parkstone 


Poole 

0202 737493 

ESSEX 


ESTUARY PERSONAL COMPUTERS 

318 Chartwell North 

Victoria Circus Shopping Centre 

Southend on Sea 0702 614131 

H. REYNOLDS 

79 Orsett Road 

'Grays 0375 5948 

MINNIE MICRO COMPUTER CENTRE 

11/12 Eastern Esplanade 
Southend 

Essex 0702 615809/62033 


HAMPSHIRE 


RAM ELECTRONICS 

106 Fleet Road 

Fleet 02514 5858 


HEREFORDSHIRE 


HONEYSETT COMPUTERS 

17 Union Street 

Hereford HR1 2BT 0432 279404 


KENT 


ANIROG COMPUTERS 

29 West Hill 
Dartford 

Kent 0322 91649 

CANTERBURY SOFTWARE CENTRE 

9 The Friars 

Canterbury 0227 453531 


Kent 0622 52784 

MICROWAY COMPUTERS 

39 High Street 
Rainham 

Kent 0634 376702 


MODATA COMPUTERS LTD 

30 St John's Road 
Tunbridge Wells 


LEICESTERSHIRE 


0892 41555 


DIMENSION COMPUTERS LTD 

27-29 High Street 

Leicester 0533 57479 


LINCOLNSHIRE 


MKD COMPUTERS 

24 Newlands 
Lincoln 


LONDON 


0522 25907 


ARCADE SOFTWARE 

Unit 202, Shopping Hall 
Myrtle Road 
East Ham 
London E6 
GAMES WORLD 
129 King Street 
Hammersmith 
London W6 
LOGIC SALES 
19 The Broadway 
The Bourne 
Southgate 
London N14 

SHEKANA COMPUTERS 

221 Tottenham Court Road 
London W1 

SOFTWARE CITY 

382 Kings Road 
London SW3 5UZ 

SOFTWARE STORE 

35 London Road 
London SW17 

VIC ODDENS 

6 London Bridge Walk 
London SE1 

VIDEO WORLD 

Rentals 

282 Harrow Road 
London W2 


01-471 8900 


01-741 4467 


01 882 4942 


01-800 3156 


01-352 9220 


01-685 1476 


01 403 1988 


01-289 3102 


MANCHESTER 


BUDGET SOFTWARE CENTRE 

51 Fennel Street 

Manchester M4 3DY 

061-834 2808 

MERSEYSIDE 



BLUE CHIP COMPUTERS 

77 Allerton Road 

Liverpool LI8 2DA 051-722 3037 

DEALERS: If you would like to see your shop included in this new service, 


INNOVATIONS, COMPUTER & VIDEO 

9 Harmondsworth Road 
West Drayton 

Middlesex UB7 9JS 0895 420457 


STAFFORDSHIRE 


MICROTRONICS 

27a Market Street 
Tamworth 

.Staffs 0827 51480 

Tatung Einstein Specialist 


SUFFOLK 


COMPUTER MAGIC 

24 Crown Street 
Ipswich 

Suffolk MBX 91999 2473 


SURREY 


SOFTWARE CITY 

14 Thames Street 
Kingston 

Surrey KT1 1PE 01-541 4911 


WARWICKSHIRE 


OEM COMPUTER CENTRE 

Rugby Micro Centre 
9-11 Regents Street 
Rugby 0788 70522 


WEST MIDLANDS 


MBC COMPUTER CENTRE 

17-19 Lichfield Street 
Wolverhampton 0902 29907/29021 


YORKSHIRE 


THE COMPUTER CENTRE 

26 Anlaby Road 
Hull 

North Humberside 0482 26297 

JUST MICRO 

22 Carver Street 

Sheffield SI 4SS 0742 752732 

LOOK & SEE 

45 Belmont Bridge 

Skipton 0756 60078 

MICRO BYTE 

36 County Arcade 

Leeds 0532 450 529 

MICRO FUN 

11 Sheffield Road 

Barnsley 0226 207063 

MICRO FUN 

Unit 12 

The Guardian Centre 

Rotherham 0709 60000 

RECORDMANIA 

14 Davy Gate Centre 

York 0904 33993 

RECORDMANIA 

Units 5/6, In-Shops 

Market Cross 

Selby 0757 700988 

YORK COMPUTER CENTRE 

7 Stonegate Arcade York 0904 641862 

please call 01 251 6222 EXT 2461 


MICRO RETAILERS 




















































ATARI 400/600/800/800XL/XE 


Why not compliment the greatest home computer on the market by obtaining 
membership with MIDLAND GAMES LIBRARY. 

The greatest, biggest and best Atari library on the market. 

An ideal present for old and new Atari owners. 

MIDLANDS GAMES LIBRARY: The company who over three years ago first conceived 
the idea of a software library. 

Now over 1,300 titles on disc, cassette and Rom (games, business, educational and 
utilities). Often purchasing popular programs in multiples of five or six to give all our 
members a fair chance. Always adding approximately 40 new programs 
monthly. 

Over 1,500 very satisfied members, many as far away as Iceland, Sweden, West 
Germany, Holland, Denmark and Eire. 

A fast, efficient and friendly service. Requests are attended to immediately virtually 
assuring you a 24 hour return of service. Regular newsletters and programme updates, 
plus other inter-club activities. Now introducing original software written by existing 
members. Send large s.a.e. to: 


MIDLAND GAMES LIBRARY 
48 Readway, Bishops Cleeve, Cheltenham, Glos. 
Tel: 0242-67-4960 9.30-4.30 

All our programmes are originals with full documentation 


ATARI OWNERS 

Are you having difficulty finding 
suitable software to purchase. If so, 
then look no further. We have 
available one of the largest selections 
of both U.K. and American titles for 
sale. Games and Utilities for all ages. 
If you would like further information 
please send s.a.e. to: 

CHARNWOOD PRODUCTS 
30a Warwick Avenue, Quorn, 
Loughborough, Leicestershire LEI2 8HD 
Tel: 0509 412604 



You’ll learn the drill with Abdul’s 
Pile Driver. 


ROCK'N 

WRESTLE 


ATARI 400/600/800 XL 
SOFTWARE 

We have an ail round selection of disks, cassettes and 
cartridges FOR HIRE. Apply now and hire your first four 
games free. Around 1,000 different original titles. For full 
details send large stamped addressed envelope or 
telephone evenings 7pm —10pm or weekends. 

LOW ATARI PRICES 

1050 DISC DRIVE £131.90 post free 
130 XEs £127.90 post free 
130 XES+1050 Drive £257.90 post free 
Antic and Analog magazines available 
BEST QUALITY DISCS 

Unlabelled S.D.fS.S. £11.95 for 10 post free 
£99.95 for 100 post free 
Memorex S.D.jS.S. £16.50 for 10 post free 
D.D.IS.S. £14.95 for 10 post free 
Memorex 3%" discs S.S./D.D. Boxes of 10 £28.92 
TRADE ENQUIRIES INVITED FOR ALL THE ABOVE 
GAMES & SOFTWARE CLUB 
Dept. C&VG, 35 Tilbury Road, Thorney close 
Sunderland SR3 4PD. Tel: 0783 286351 


SOFTWARE EXCHANGE 

Swap your used software. Free membership. 
Huge program base for the Spectrum and the 
Dragon. 

Send s.a.e. for details to: 

UK Software Exchange Club (CVG), 

5 Tunwell Greave, Sheffield S5 9GB 


1986 GAMES 

Games for the Amstrad, BBC and Acorn Electron 

Cassette 1 — Inu .£3.50 

Cassette 2 — The Heist.£3.50 

Both cassettes £5.00 
Send cheque/PO to: 

MRJ, 64 Reva Road, Broadgreen, Liverpool 


LISTING SERVICE for BBC and Electron 
Users. Also Screendumps, Wordwise, View. 
S.A.E. or phone Scorpiosoft, Dept C&VG2, 18 
Dragon Drive, Liverpool L35 3QW. 051-427 
2091. 


LIVERPOOL. Full First Division, F.A., Milk and 
European Cups, Team and Tactics Selections 
etc. Disc version has 4 Divisions, Transfer 
Market, Income, Expenditure etc. Cassette: 
Atari £9.45, spectrum £8.45. Disc: Atari £14.95. 
P.M. Corbishley, 212 Walmersley Old Road, 
Bury BL9 6SA, Lancashire. 


SPECTRUM 48K originals for sale: 31 in all, 
including Bruce Lee, American Football, 
Megahits, Scrabble, Valhalla, Broad Street and 
Fantastic Voyage. All boxed and at great prices: 
Ring (0604) 38195 and ask for Jeremy. Only one 
of each — so hurry! 


ATARI 4001600(800 XL XE 
OWNERS UTILITIES 


TAPE CRACKER - REV 2 

SIDE A. Will list m/c progs to screen, you edit, 
download your personalised version with or without 
m/c knowledge. Hours of fun changing text to leave 
personal messages on screen. Stuck on an 
adventure, search for clues. 

SIDE B. For the advanced user contains a dis¬ 
assembler. All this for only £10onT.D.K. Tape. Post 
free. 

PINBALL - 48K. 2.5 Pace Age Pinball games on a 
double-sided tape (order no. D/03) only £6. Post free. 
XL FIXER. Will allow you to play games written for 
400, 800 on your XL or XE. Tape version £6; disk 
version £10. Post free. 

Games on disk from £2. Games on tape from £3. 
Full lists send s.a.e. 

Mail order only. Seven days delivery. 

STOCKSOFT, 

15 Woodbrooke Rd, Birmingham B30 1UE 


AMSTRAD Sharp MZ700, games six pack 
(Warboat, Gladiator, Sharpshooter, Karate 
Kings, Tugbug, Arrowshot). Priced £2.49 
including postage. Cheques and P.O’s payable 
to Scott Carey, Pacetapes, 40 Bainton Grove, 
Clifton, Nottingham NG11 8LG. Please state 
machine. 


FREE MEMBERSHIP SOFTWARE HIRE 

• VIC-20 • COMMODORE 64 • SPECTRUM 

Send an sae for your hirekit to: 

VSH (CV), PO Box 65, Nottingham NG1 
Please state which micro 


SPECIAL DEAL 
FOR ATARI 

400/800/XL/XE OWNERS 


No. 1. Hire your first two games FREE 
from our extensive range of software. Up 
to the minute releases available. 

No. 2. Buy all the latest software titles at 
best possible prices (new releases 
available direct from US). Atari hardware 
and modems now available at discount 
prices. For further details send s.a.e. to: 

CHARNWOOD GAMES 
30a Warwick Avenue, Quorn, 
Leicestershire 
Tel: 0509 412604 






















































MICROSELL 


MICROSELLS — It costs only £1 to advertise in Microsell! 



ATTENTION1CBM 64 owners. I 
want to swap software on disk. 
Please send your list to Robert 
Sisk. 1A Maxine Close, 
Sandhurst, Camberley, Surrey, 
GU17 8QX. Reply as soon as 
possible. 

ATARI SWAP or for sale 500 
games for further information 
write to Postbox 76, 29952j, 
Heerjansden, Holland. 

A PRISM VTX 500 modem for 
ZX Spectrum, connects to 
Prestel Micronet 800 and other 
view data services. Bargain at 
only £140 ono call Andy at 
01-866 3982 after 5 pm or 
anytime on weekends. 

WANTED COMMODORE 64, 

exchange for a Spectrum 48K 
+ games. Include Fairlight, 
Critical Mass, Exploding Fist 
and many more new titles. 
Phone Nicholas on 061 973 
0052. 

SPECTRUM 48K Ferguson Data 
Recorder, 43 games worth 
£200. Books, leads etc, still 
under guarantee. £180 Starion, 
Exploding Fist, Frank Bruno’s 
Boxing. Phone Melbourne — 
Derbyshire 2921 still 
guaranteed. Boxed plus all 
leads. 

COMMODORE 64 1701 colour 
monitor 1541 disk drive, 
Binatone data recorder, lots of 
disk containing over 250 
games + books + printer, 

£550 no offers. Telephone 
North Thoresby 840666 ring 
after 7.30pm. 

SPECTRUM 48K + for sale 
still boxed with tape recorder 
— brand new. Plus software, 
blank cassettes, Kempston 
Interface up to date model, 

Atari joystick, and mags etc, 
still all boxed — brought last 
January. Worth at least £250 
sell for £150 ono. Telephone 
Steve (Mevagissey Cornwall). 

COMMODORE 64. Software to 
swap only disk including 
Winter Games, Jet Set Willy II. 
Write to Samppa Havisto, 
Hyhkyrink 10A 70100 Kuopio 
10, Finland. 

SPECTRUM CLASSICS for sale 
in one large batch 25 original 
titles including Sherlock, TLL, 
Matchpoint and others worth 
£190, sell for £70. Telephone 
Carl Brookes on Lymm 
(Cheshire) 6260. 

48K SPECTRUM, ZX Printer 
with 6 rolls printout paper, tape 
recorder, Kempster Interface, 
Stack Light Rifle, 19 games, 
books. Everything boxed and in 
good working order. £200 ono. 
Sutton, Surrey 01 642 0432. 

SPECTRUM 48K plus over 50 
original tapes worth around 
£400. Nightshade, Doomdarks, 
Starstrike, Alien 8. Sell the lot 
for £150. Tel. (0527) 22451 
Redditch. 


ATARI! software for sale. 125 
games and progs including 
Donkey Kong I & II, 
Boulderdash, Pooyan, Bristles, 
Flip & Flop, Vanguard and 
more. Will swap for disk drive. 
Phone Mark on Chichester 
782545. 

BBC “B” for sale, over £500 
worth of software including 
leads, manuals and a dust 
cover and joystick. Everything 
is in excellent condition — 
bargain at only £275. Also 
includes cassette recorder 
woth £30. Contact Robert 
Sweeney, 102 Eskdale Avenue, 
Northolt, Middx, London. 

CBM 64 games to swap disk 
only large collection to swap. 
For more information send 
latest list to N. Bateman, 56 
Gorsedale, Sutton Park, Hull, 
Humberside, HU7 4AT. 

ATARI 800 48K + 1010 program 
recorder + 23 games + 
joystick, in very good 
condition. Worth over £400 will 
sell for £170, call Manswgh on 
01-735 8650, evenings. 

ATARI 600XL for sale £30, also 
Atari 1064 RAM Pack £45. All 
in working order. Telephone 
Mike 0543 254625. 

SPECTRUM + in good 
condition, new games such as 
Nightshade, Fighting Warrior, 
Hypersports etc, loads of 
mags, amplifier, Kempston Pro 
joystick interface. Quickshot II, 
Saisho data recorder. Loads of 
games all without problem. 
Worth £640 sell for £200 or 
swap for CBM64 with tape 
deck. 

COMMODORE 64 software to 
swap. All the news and some 
oldies. Send your list to VIP:, 
Postfach 1127, 2160 Stade West 
Germany. By the way, greetings 
to S8 ABC, Teh Empire and 
TBC. 

CBM64 SOFTWARE Encounter, 
Bounty Bob, Zaxxon, 
Psychedelia, Pitstop cartridges 
£5 each. Loco, Mr Robot, 

Manic Miner, Stix £4 each no 
offers or swaps. Doncaster 
(0302) 61672 after 6pm. 

ATARI 64K 600XL, 1010 
Recorder, Trackball, Crackshot, 
Quickshot 2, many cassettes 
including Solo Flight, Pitfall II, 
Pole Position, Computer War, 
two cartridges; Centipede, Star 
Raiders. Six books, many 
books on Atari Basic 
Programming, including all 
leads, worth over £400, sell for 
£250 ono or swap for colour 
CPC464. Tel. 0532 672723. 

TI99 GAMES. Masn, Soccer, 
T.City, Invaders, Munchman, 
parsec, Wumpus, Car Wars £5 
each. B. Rogers, D. Kong, 

Micro Surgeon £11 each. Super 
Sketch £30. Manuals included. 
Phone after 5pm (06977) 2480. 


SPECTRUM 48K DK Tronics 
keyboard, programmable 
joystick interface, Quickshot II 
joystick, Lightpen and loads of 
new software including Daley’s 
Decathlon, Daley’s Supertest, 
Spy Hunter, Bruce Lee and lots 
more. Boxed for £199. Simon 
Wright, 11 Ashburnham 
Gardens, Upminster, Essex 
RM14 IXA. 

ATARI ELITE exchange. Swap 
or sell many titles. Contact 
Apollo at 105 Upham Road, 
Swindon SN3 1DP, Wiltshire or 
telephone (0793) 641537 (after 
6pm). 

SPECTRUM PLUS 48K, hardly 
used, still boxed and under 
guarantee with tape recorder, 
joystick, joystick interface and 
lots of software. Cost over 
£200, sell for £140 ono. 

Tel. 01-980 5014. 

COMMODORE 64 games for 
sale, International Tennis, Spy 
Hunter and Pole Position £3 
each also Dragon 32 games for 
sale, Speed Racer, Manic 
Miner, Frogger etc £3 each. 

Ring 0734 475187 or write to 
Andrew, 34 Chi Item Road, 
Caversham, Reading RG4 7HT. 


SPECTRUM 48K LoProfile 
keyboard music/speech 
synthesiser interface 2, 
Quickshot II joystick, data 
recorder over £200 software 
magazines, books £140 or swap 
for CBM64 + C2N data 
recorder (0582) 699127 after 
4pm. 

COMMODORE 64 software to 
swap. Many new titles from 
Holland, Germany and USA. 
write to Jesper, Rasmussen, 
Rovsingsgade 85 I.TH 2220 N 
Denmark or phone 01 832965. 

ATARI SOFTWARE wanted to 
swap (disk only) contact Simon 
on 0904 225016 after six 
weekdays. 

WANTED CBM64 disk drive 
with games to swap for a 
Honda X75 child’s scrambler 
in very good condition (age 
12-16). Telephone Nottingham 
0602 582474. 

ATARI 800 Program Recorder 
with Dust Covers, Basic 
Programmers Kit includes 
Basic Cartridge and Manual, 
£130 of games software on 
cartridge and cassette, all for 
£160 ono. Phone Bishop 
Auckland 764586. 
















This month sees the second and 
final part of programmer Shahid 
Ahmad’s Chimera Diary, the day 
by day story of how he 
attempted to convert the game to 
the Amstrad in just one week. 

To see if he succeeded in his 
tortuous task read on. 

Chimera is available for the 
Amstrad, Spectrum and 
Commodore 64, price £3.95. 


DAY FOUR — 
SATURDAY 

The day started at noon for me 
today, and I realised a drastic 
time plan change had to be 
made. I would probably spend 
the whole day debugging D.P.A, 
and the mainline routines and 
the adventure handler would 
have to wait until Sunday or 
Monday. 

A good thinking session was 
in order, so I plugged my bass 
through my compressor, turned 
my amp right up to full volume 
and had a thoughtful two hour 
break! 

Fuily refreshed, I tackled the 
problem with renewed vigour 
and in view of the ever looming 
deadline, I decided to take a 
logical approach. 

The best way to cope with 
this situation was to (you 
guessed right!) put the Joe 
Hubbard album on the turn¬ 
table, get a printer listing and 
go through it looking for the 
proverbial needle in the 
haystack. 

Well needless to say I found 
it (or rather, them!) and 
exterminated them one by one. 
As the saying goes, 'the only 
good bug is a dead bug! I 
finally got D.P.A working at 2cp 
and it was truly astonishing, 
speed left me breathles^^^B 

Mmm 

DAY FIVE — 

SUNDAY 

I woke up at the crack of noon 
today, and I'm one of those 
people who is usually a bear In 
the mornings. Well today I was 
a mouse, and I was frightened 
to death of how much time I 
had before my head was to be 
placed on the block. 

Well, it wasn't quite that 
serious, but trying to get a good 
achine language game 
nning on a computer which 


you've never seen before in 
your life within the space of a 
week is no mean feat, and 
takes a lot of hard work, 
determination and self-control. 

In fact, I took care of most of 
my debugging today! The 
screen looks good, and I've 
been moving the man around, 
and seeing some background 
animation, but I still haven't 
written the adventure handler! 

DAY SIX — MONDAY 

Well today is the last day — or 
is it? You will by now, fully 
appreciate that there are seven 
days in a week, assuming that 
you count from one. 

Well, therein lies the catch, 
because I'm sure that you also 
realise that programmers (and 
I'm no exception) count from 
zero, not one — sneaky eh? 

Fear not, because yes, I did 
have a working version of the 
program that can be played and 
completed relatively early in 
the evening. 

My D.P.A method works a 
treat and there are now no 
glitches in it at all, and with a 
man on the screen and an 
animated object, the speed is 
ridiculously fast. So fast in fact, 
that I've had to put many delay 
loops in it to slow the game 
down. 

At last, I had written the 
adventure handler, and at the 
end of the day, I had a version 
of Chimera that could be 
played, completed and even 
enjoyed. 

The only thing that I have 
leapt over is some sound and a 
title page, but these are trivial 
tasks that do not even need a 
thought, except, perhaps, in 
their presentation. 

If I have to dedicate this 
game to anyone, then surely, 
the honours must go to Joe 
Hubbard, who else? This is a 
truly knackered signing off, 


CONCLUSION — 
TUESDAY to 
THURSDAY 

One can draw a few useful 
points from this exercise. The 
first point is that it is quite 
possible to write a very good 
game in a week, as I have 
proved. 

This can be countered by the 
fact that no programmer worth 
his salt would dare attempt to 
design, create, implement and 
program a game of top quality 
in this short space of time, 
though watch out, I may try it 
sometime in the future. 

It helps a great deal to have 
a good system to work on. I 
used the Amstrad CPC6128 
system with colour monitor^and 
the Hisoft Devpac 8C 
assembler, both prod 
which I can honestly 
has been a pleasure to use 
them. 

I am now a convert to small 
disks, but I feel Amstrad should 
have chosen the more sensible 
(and popular) 3 'A inch format. 

I also have a few words of 
warning to all you budding 
programmers out there, 
especially those delving into 
machine code. 

Please pay attention to 
design. Think about how you 


would write a part icul] 
program. Think about 
might cause you problems. Do 
comment liberally. It helps to 
have a good working know¬ 
ledge of the machine. Always 
keep strict rules about entry 
and exit conditions of 
subroutines; do not rely on 
values that may be lying 
around. 

Remember, write with clarity 
in mind. If your code is not 
clear, you won't understand it 
when you're trying to debug it! 
Optimise it for speed after¬ 
wards, and only if it is 
necessary. Do not become a 
"speed junkie." It is not a pre¬ 
requisite for games 
programming. 

That's all there is to it! Oh, 
one more thing, it'll help a 
great deal if you can listen to 
a great album like "Nip It in the 
Bud" by Joe Hubbard! 

How should you approach 
debugging? Simple. You just 
turn the machine off after 
getting a fresh listing (I hope 
you have a printer!), then go 
and get a beer or a coffee, and 
look at the listing very, very 
carefully for half an hour. You'll 
nearly always find the cluprit. 
What if you can't? Give up 
programming and take up 
tennis or aerobics!! 
































WdlD UI LI 1C vvCDL oaurv. ucopciaic uiaiatici j 

plan and scheme their way to the gold, AVAILABLE 
bloodthirsty gunmen try to blast their way to SOO N. - 
instant fortune but watch out for the innocent^ 
bystanders - a stray shot will harm your BYTlllll " 
reputation for ever. Keep a keen eye on the 
horizon and your trigger finger poised for action - 
the law of the West is still the law of the gun. 


Gremlin Graphics Software Limited Alpha House. 10 Carver Street, Sheffield SI 4FS. Tel: (0742) 753423 
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• I think your magazine is 
brilliant, although I would make 
the ratings out of 100 and have 
an overall score. It is great value 
for 95p, so keep up the good 
work. 

Anyway getting to the point, I 
have a problem I About two 
months ago, my brother and 
myself bought an Amstrad 6128 
and also got Sorcery+. After 
many hours of practice I rescued 
all eight sorcerers and hey presto 
the Necromancers eyes came up 
and I played for about one 
minute on the new level and 
was promptly killed. Then on 
the screen it said that I could 
now play the new mode 
available. I pressed the fire 
button, the space bar and all the 
other keys but nothing 
happened. When I replayed the 
game the Sorcery One game 
started. What am I supposed to 
do? I have played it again and 
again, but, when I played the 
new game after saving the eight 
sorcerers, I can't play after that. 
Please, please, please help me. 
Carl Johan Campbell 
Perthshire 

• I bought your mag for the 
first time (December) and I 
think it is absolutely brilliant. I 
loved the poster and your 
competitions are brilliant, 
especially the Commando one. I 
think you should put the price 
up to £1.50 as you issue three 
mags for the price of one, eg, 
the C+VG, Adventure 
Supplement and a Games Book. 
The reviews are very good and I 
liked the bit on Arcade Action. I 
have now asked my local 
newsagent to reserve me a copy 
every month. 

Paul Phillips 
Bristol 

• I own a Spectrum 48k and I 
buy your magazine every month 
as I think it is an excellent read 
and very informative about the 
computer games world. But I 
would like to add that I also 
buy Crash every month and I 
also like this magazine. 

Anyway, to get to the point of 
this letter — I have just read 
Mailbag in your December issue 
and quite honestly I am fed up 
reading letter after letter putting 
down your mag and comparing 
it to Crash. I know that it is 
important to you, that you 
know what people think of your 
mag, but quite frequently these 
'moaning' minnies' go over the 



top and this in turn causes 
people to write-in defending 
your magazine and we have to 
go through the same sort of 
letters each month. 

Why don't you issue an 
annual questionaire to find out 
what people think and what 
new items they would like to 
see? It would save a lot of 
boring letters having to be read 
and that way everybody would 
get their say. Although I say 
some letters are boring I was 
pleased to see that this wasn't 
the case with Richard 
Hammond's letter. I found his 
letter interesting and very 
informative (December issue). 

It is also stupid to compare 
C+VG with Crash because 
C+VG deals with a wide range 
of computers while Crash deals 
only with the Spectrum. It is 
totally idiotic to break down 
and compare two mags with 
different main topics unless of 
course you compare the 
Spectrum bits of C+VG with 
Crash (which isn't fair as Crash 
would win hands down, due 
mainly to content). So, come on 
C+VG readers, let's have some 
original and interesting letters in 
future Mailbags as I'm sure most 
of you are as fed up as I am. 

I thought that the comic strip 
competition was an original and 
fab idea. Let's have more 
competitions like it. 

Steven Hargadon 
Strathclyde 

• I must congratulate you on 
you finest issue yet! (Dec 1985). 

I found it packed with 
information, news and articles 
— on films and networking for 
your computer. I found the 
Adventure Supplement the best 
yet with superb designs and 
layout. There were dozens of 
tips and even a sneak review of 
Questprobe 3 by Scott Adams! I 
though the pages on mapping 
your adventures were very clear 
and useful — may I suggest that 
when you've got a complete map 
on paper, you can draw it out 
easier on an 'Adventure Planner' 
pad from Print 'N' Plotter 
Products. 

Ever since you have 
redesigned the magazine it's gone 
uphill, looking a lot more 
coherent, with some really nice 
large colour screen-prints from 
games. I like the new Bug- 
Hunter cartoon — very well 
drawn, and the tips and pokes 


page is quite large too. 

Unlike odd other readers who 
have complained about non- 
computer articles and too many 
adverts in C+VG, I totally 
disagree — there are never 
enough adverts, as they tell you 
what games or hardware are 
coming out long before anyone 
else — I, of the Mask from 
Electric Dreams for example, 
which even shows screen shots 
in the advert. The specialized 
articles are great, and always 
interesting to read as they create 
a good contrast with the games 
reviews. You wouldn't want just 
reviews, would you? 

I also like the American 
reports which tell us what's 
happening over there. 

Finally I must thank you for 
the great set of maps you keep 
printing, made up of colour 
screen-prints. A lot better than a 
line-drawing in boxes! The 
Highway Encounter map was 
great, as was the Alien 8 one. 

Keep up the good work — 
especially the amazing push you 
are giving adventures — you 
were the first magazine I read to 
include screen shots of 
adventures and now you do 
them in colour! After all, these 
games are as popular now as 
arcade games. Good work 
C+VG, keep it up! Can't wait 
for the next issue! 

Christopher Hester 
W Yorks 

• I have been reading C+VG 
now for many a month and I 
haven't seen too many letters 
from Arcade fanatics. As I am 
an avid supporter of the coin- 
operated machines, I would like 
to see a high score table along 
with a tips section in you 
magazine. These would be two 
of the best additions you could 
make to your already fab mag. 

I would also like to say that 
most of the best arcade' games 
players do not get their high- 
scores in the amusement arcades, 
but in pubs or cafes. I 
personally reside in a cafe called 
Pat's, where the machines cost 
only lOp. In Pat's there are 
games like Ghosts n Goblins, 
Pac-Land t Hyper-Sports and 
Star-Force. In this cafe my mates 
and myself get much better 
scores than in the nearby 
arcades, apart from a few 
exceptions. 

Gavin Pike 
Norwich 



• I have been getting you 
magazine for some time now 
but all I hear from the Mailbag 
section is complaints from BBC 
users being starved of great 
games. Rubbish! 

This may be hard to believe, 
but it's true! U.S. Gold are bring 
out some great games such as 
Bruce Lee, Bounty Bob, 
Dambusters, Raid Over Moscow 
and...wait for it... Impossible 
Mission ! 

That's not all. Ocean have 
brough out Match Day and 
Imagine are bringing out Hyper 
Sports and Yie Ar Kung-Fu. 

Nick Orlando is bringing out 
Firetrack which will be, as 
usual, brilliant, and Superior 
Software have brought out a 
brilliant sequel, Repton 2. 

So Beeb owners stop 
complaining — software houses 
have realised the versatility of 
the machine. Many thanks to 
the software houses mentioned 
and keep producing these 
excellent games. 

Alan Dooley, 

Notts 

• I have been wondering why 
we don't see Miner Willy's face? 
Is there something special about 
it that you don't want us to see. 

For instance in Jet Set Willy 
he has his face stuck down the 
toilet, on Manic Miner you can 
only see his boot, on Perils of 
Willy he is lying on the track 
with his bowler hat over his face 
and on Jet Set Willy II he has a 
space helmet on, with the visor 
covering his face. Would it be 
possible for you to let us see his 
face? Please! 

Lee Henry, 

Houghton. 

Editor's reply: Are you crazy! 
Don't you know...? 

• I have bought your mag 
every month over the last year 
or so and have been very 
amused by the continual 
slanging match that goes on 
between the owners of the 
different machines. I feel that 

it does tend to go on a bit, and 
it must now be time to put a 
stop to it. 

All you have to do is to make 
a direct comparison between the 
machines under different 
sections ie, price, graphics, 
sound, software back up, ease of 
use, add-ons and ability to do 
'home grown' programs. 

Sean McCarthy, 

Co Meath 
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The Breaker’s Mad Charge will send 
you for a bum steer. 

JROCKlL 
WRESTLE 1 
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Scooby-Do, where are you? In C+VG next issue that's where! And you 
could be the first in your street to win one of Scooby's new games hot 
off the presses from Elite. So stop munching those Scooby snacks and 
get on down to your newsagent to order the March issue of C+VG. 

Swords and Sorcery, the ultimate computer conversion of the role- 
playing game Dungeons and Dragons, is giving many hardened 
adventurers sweaty palms as they explore the awesome dungeons. 
So to make your life just a tiny bit easier we persuaded S&S 
programmer Mike Simpson to give away a few of the dungeons secrets. 
We've got an exclusive map of the dungeon's first level plus some game 
playing hints from the man himself. Grab your trusty broadsword and 
hack a crimson path to the shop that sells you C+VG next month! 

C+VG's ace adventure team have been questing through Lord of the Rings to bring you a special triple 
review of the game EVERY adventurer has been waiting for. That makes the March issue of C+VG worth 
waiting for too . . . 

The Return of the Bug Hunters. You missed Otiss, Big Red and the others this issue. But they'll be back 
next month now that Jerry can afford to buy a new pencil sharpener. Don't miss the exciting party when 
Big Red takes B-Con's advice and becomes TOTALLY irresistible. You won't believe your eyes when you read 
MAGNETS, next ish. 


PLUS 


The results of our Dan Dare cartoon strip contest. We print some of your amazing artwork! 

We know we've said this before — but next issue we WILL take a look Behind the Iron 
Curtain at Hungary's Andromeda programmers who are bringing you the ultimate 
simulation of Max Headroom's favourite game. 


ON SALE FEB 16 
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,n the vastness of space lies the heart of an Intergalactic 
Criminal Network. TALOS and at its head the evil CYRUS T. GROSS, 
p last ditch attempt by the Free Worlds to rid the Universe of this 

. mK/' seemingly unstoppable force has called on the services of the 

NEMISIS ORGANISATION, a hardened cadre of humanoid and robitic free hooters 
who have assigned NOMAD (Nemisis Organisation Mobile Attack Droid) to penetrate GROSS'S 
heavily armed homeworld and destroy this vile despot once and for all. 

Your mission must SUCCEED. You are the NOMAD controller. 


Ocean House • 6 Central Street • Manchester • M2 5NS • Telephone 061-832 6633 • Telex 669977 

Dcean Software is available from selected branches of SMITH , WOOLWO/rm LASKYS Rumbelows.Greens . Spectrum Shops and all good software dealers. Trade enquiries welcome. 



















1IISII 


Multi User Dungeon 


'MUD leaves conventional adventures for dead " (PCW) 
”MUD is the addictive game " (Telelink) 

"10 out of 10 on all counts'' (What Micro) 


It's here - The most talked about computer game in the 
world. M.U.D is more than Adventure, more than 
Communication, more than a new way of using your 
Micro. It's fun, it's addictive, it's challenging, and, if you 
have a modem, a computer and a phone-line, it's all yours! 

Hundreds of people are already playing. This is your 
chance to join them. 

Call the MUD-Line now 01-608 1173 


CONKUCiUS i$ a Uivmuxt oi British TelecoramurucahQUfi pie. MUD is a trademark at ST M U S I 











fffeiys 


BOOK 

OF 

GAMES 


WARNING 
HAVE YOU SEEN 
THIS MAN 


HIGHLY DANGEROUS 
WANTED FOR 

TREACHERY 




























CONTENTS 


A message from 
Ideas Central. • . 





Melissa Ravenflame, here, co¬ 
ordinator of IDEAs Central. 
Welcome to another superb 
Computer+ Video Games 
Book of Games—32 pages 
packed with great listings 
which you should find great fun. They will 
help improve your programming skills as 

well. 

Otiss, Big Red and B-Con have given the 
listings a good going over so they should 
be free of bugs. But if you do have any 
problems don't hesitate to call the Bug 

Hunters. 


Page 3 Treachery Amstrad 

14 Eggs BBC B or 
Electron 

17 Ski Master 
Spectrum 

18 Recconaisance QL 

22 Operation Kristos 
BBC B 

26 Car Race Atari 
29 Skycapers Amstrad 
31 Low Level CBM 64 


Bluff and bamboozlement are the 
weapons you'll need to work your way 
through the world of espionage. 
Fun in the farmyard as the Farmer Giles 
has an egg-citing time. 
There's no business like snow business 
as you cope with the ski slopes. 
A special treatfor QL owners Car and 
intelligence will be needed inthisgame. 
Mission Impossible? Time will tell with 
this alien adventure. 
Squeals on wheels... so get into gear 
for race track action. 
Ataxing game. The Inland Revenue is 
out to get a lot of money. 
Dares in the air as you fly close to the 
ground and destruction. 


CREDITS Cover: Jef Riddle Design: Brian Cookman Sub-editor: Seamus St John 














XT IS THE TEAR /< 1BU AND THANKFULLY 
BIG BROTHER IS STILL JUST A DISTANT 
NIGHTMARE. YET, A MENACE JUST AS 
PERILOUS THREATENS THE WORLD.... 


WHEN DETONATED. IT SIMPLY 
WIPES CLEAN THE MEMORIES 
OF ANYONE WITHIN TEN MILES 
OF THE EXPLOSION. 


THE SINISTER PROFESSOR 

S CH WEINS TEIN f 


EVEN WHEN IT IS DOING NOTHING. IT HAS A 
TENDENCY TO CAUSE RANDOM OUTBREAKS 
OF AMNESIA FOR MILES AROUND! 


SCHWEINSTEIN HAS ALSO PERFECTED A SUPERB DELIVERY 
SYSTEM FOR HIS WEAPON, THE- MANPROID J 


IN REALITY AN ANDROID. IT SO 
CLOSELY RESEMBLES A MAN THAT 
IT IS VIRTUALLY UNDETECTABLE. 


mm 


H£H£H£H! 


WITH THEMINDBOMB CONCEALED IN THE 
MANDROID'S ABDOMEN. SCHWEINSTEIN IMAGINED 
HE COULD BLACKMAIL THE WORLD. 


HOWEVER, JUST AS HIS CREATION WAS COMPLETE, AN 
ACCIDENT OCCURED AND SCHWEINSTEIN BECAME THE 
FIRST VICTIM OF HIS OWN WEAPON.... 


AFTER MANY YEARS OF SECRET 
RESEARCH, SCHWEINSTEIN 
SUCCEEDED IN CREATING WHAT 
COULD BE THE ULTIMATE 
WEAPON.... 


A DEVICE HE CALLED 
THE MINDBOMBi 
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\J HE FORGOT EVERYTHING / | 
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THEY KNOW WHICH CITY IT IS IN AT 
ANY ONE TIME BY THE INCREASED 
INCIDENCE OF AMNESIA. BEYOND THAT. 
THEY CAN GO NO FURTHER IN 
TRACKING IT DOWN. 


PUHhHh^H? 


HE FORGOT ABOUT THE MINDBOMB AND 
ITS REMOTE FIRING BUTTON.... 


HE EVEN FORGOT ABOUT HIS TWO HOLLOW 
TEETH. WHICH CONTAIN THE AMNESIA ANTIDOTE 
AND THE ENTIRE HISTORY OF HIS RESEARCHES 
ON MICRO-DISK. r-» A 


HE ALSO FORGOT ABOUT THE BLACKMAIL LETTERS 
HE SENT TO THE BRITISH AND THE SOVIETS! 


NOW MIS AND THE KGB ARE SEARCHING 
DESPERATELY FOR SCHWEINSTEIN.HIS FIRING 
BUTTON AND HIS HOMING BEACON. 


SCHWEINSTEIN IS A BROKEN MAN. ROAMING THE URBAN 
WILDERNESS IN SEARCH OF HIS LOST IDENTITY.... 


WHICHEVER SIDE GAINS CONTROL OF 
THE HOMING BEACON AND FIRING 
BUTTON WILL FIND IT EASY TO WIPE 
OUT THE ENEMY'S INTELLIGENCE 
NETWORK COMPLETELY.... 


SNIFF. 

KOFFJ 


WHOEVER FINDS HIM FIRST WILL 
HAVE PULLED OFF A TREMENDOUS 
INTELLIGENCE COUP. 


LONDON AND MOSCOW ARE IN 
DANGER OP LOSING THEIR MINDS 


HE FORGOT ABOUT THE MANDROID 
AND ITS HOMING BEACON - 

^1 


I MEAMUHILE . THE MAN DROID IS 

1 WANDERING ACROSS EUROPE / 
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TREACHERY 

Treachery is a tricky business at the best off times 
and yea can be sure that the "friend" you are 
playing will be doing his worst to double-cress you. 

Bluff and bamboozlement are the weapons to use. 

A knowing smile or a subtle twitch of an eyebrow 
as you read through your agents' reports can be 
enough to send your opponent into a frenzied 
panic. But beware! He won't start tearing his hair 
out. He'll fust nod calmly at you as if to say: "Yes, 
you've fallen for my trap." 


LESSON ONE: 

IT S FOR YOU-HOO! 

Sending, receiving and intercepting 
messages is the key to success in 
Treachery. No self respecting 
spymaster forgets that every order 
he sends and every report he 
receives may have been intercepted 
en route by the enemy and a clever 
spymaster uses this fact to his 
advantage. 

Only a real traitor will betray your 
messages to the enemy and that 
betrayal will result in a message 
reporting interception to enemy HQ. 
With any luck, one of your agents 
will himself intercept the message 
of interceptiop and report it back to 
your HQ. You then discover the 
identity of the traitor in your midst 
and you also know that your inter¬ 
cepting agent can be completely 
trusted. If he really belonged to the 
enemy, he would never have sent in 
an interception report. 

So, in the early stages, it's a good 
idea to send orders by the longest 
routes possible in the hope that they 
get intercepted. At the same time, 
you should call in reports by the 
shortest and safest routes back to 
HQ since they may carry information 
you definitely don't want betrayed 
to the enemy. 
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LESSON THREE: A SNEAK IN TIME SAVES NINE 


Above all, you must be sneaky. Not 
only is it vital in winning the game, 
it's also great fun! How sneaky you 
can be depends on the calibre of 
your opponent — it's no use 
employing tortuously subtle ruses 
against a blockhead — but it always 
offers rewarding opportunities for 
creative thinking. 

One of my favourites is to send 
orders to an agent to kill your own 
Master Spy but to send them by an 


incomplete route so that they never 
actually arrive! You make sure, 
however, that the route includes a 
traitor who will betray your orders 
to the enemy. Your opponent 
immediately gets the impression 
that you have discovered one of his 
triple agents and have decided to 
eliminate him. He never suspects for 
one moment that you would kill your 
own Master Spy and now believes 
he knows an agent he con trust! 
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TREACHERY 


10 •' ***************************** 

20 REM ** TREACHERY ** 

30 ■' ***************************** 

40 ** Converted From Spectrum ** 

50 ' ** & Commodore Listin9s in ** 

60 ' ** Computer .& Video Games ** 

7 0 ■' * * * * * * ********** * * * * * * * * ** * * * 

80 CLEAR 
90 MODE 1 

100 WINDOW#1,11,37,5,22 = PAPER#1,0 
110 ON ERROR GOTO 7750 
120 GOTO 3420 

130 •' **4:********************** 

140 REM ** Print Messa9e Sheet ** 

150 •' ************************* 

160 CLS#1 

170 PLOT 158,336,2;ORAMR 43S,0=DRAWR 0,- 
294 : DRAWR -438,0 : DR AMR 0,2194 
180 PEN 1 
190 RETURN 

200 •' ************************ 

210 REM ** Start of Turn F‘a.9e ** 

220 ■' ************************ 

230 CLS=CLS#1=x=3 : y=2=GOSUB 2940 

240 PLOT 1,1,1=DRAW 1,399 = DRAW 639,399 ! D 

RAW 639,1=DRAW 1,1 

250 GOSUB 160 

260 FOR k=l TO 3 

270 LOCATE#1,4,1+k= PRINT#1, t$< k> 

280 NEXT 

290 LOCATE#1,5,5 = PRINT#1,P«(P,1> 

300 LOCATE#1,2,7 = PRINT#1,"OPERATIONAL FI 
LE" 

310 LOCATE# 1,2,9 = PR I NT# 1, " REF = " P *< P , 2 

’) 

320 LOCATE#1,2,11= PRINT#1,"Heide1ber9 Sc 
hweinstein" 

330 LOCATE#1,2,13 = PRINT#1,"GRADE 1 ACCES 
S ONLY" 

340 LOCATE# 1,2,15 = PR I NT# 1, " Enter C1 ea.ra.n 
ce Code" 

350 LOCATE#1,2,17 = PRINT#1,STRING*<6,210 > 

360 SOUND 7,200,25,5 

370 c$==" " = FUR k==l Fu 6 

380 k*=INKEY*=IF k$=="" THEN 380 

390 IF k$<"a." OR k$>"z" THEN GOTO 380 

400 k $===CHR$< ASCC k $ >-32 > = c$==c$+k $ 

410 LOCATE#1,1+k,17 = PRINT#1,k $ 

420 IF INKEY$<>"" THEN 420 
430 NEXT = IF day =3 THEN 9$< P >==c$ 

440 IF c$<>9$<P> THEN LOCATE#1,9,17 = PRIN 
T#1,"IS INCORRECT"= SOUND 7,1000,25,5,0,0 
, 7 = FOR k ===== 1 TO 1000 = NEXT = LOCATE# 1,9,17 = PR 
INT#1, " "= GOTO 350 

450 RETURN 

460 ■' ***************** 

470 REM ** End of Pa9e ** 

480 •' ***************** 

490 LOCATE#1,2,17 = PRINT#1,CHR$< 24 > =" KEY 
COPY OR RETURN ",CHR$(24 > 

500 SOUND 7,200,25,5 
510 IF INKEYC 18)0-1 THEN GOTO 550 
520 IF INKEYX9 >< >~1 THEN 540 
530 GOTO 510 

540 LOCATE#1,2,17 = PRINT#1, " 

"= GOSUB 7620 
550 RETURN 
56U GOSUB 160 

570 LOCATE#1,2,2 = PRINT#1,P$<P,1>;" DAY", 
da.y 

580 LOCATE# 1,2, 3 = PR I NT# 1, " INCOMING REF'OR 


y it 

590 LOCATE#1,2,5 = PRINT#1,"PRESS KEY FOR 
YOUR AGENT" 

600 k$== INKEY$ = IF k$=="" THEN 600 

610 IF k$==" " THEN RETURN 

620 IF k$>==="a." AND k$<="z" THEN a9==ASC(k 

$ *>-96 : GUT0 659 

630 IF k$>="0" FIND k$<= H 9" THEN a9=HSC<k 
$>-21 : GOTO 650 
640 GOTO 600 

650 IF flSC< n$< a 9.• 4 > >~0 THEN GOTO 610 
660 crank =flSC< n$\ . 3.9 .• P +1 > > 

670 crank~ RoCX n$K a9.* 4-P )) 

680 IF crank >erank AND ASC< MID$< 1 .• a9 > 

,5,1>>>0 THEN 720 

690 LOCATE# 1.-2, 7 : PR I NT# 1, CHR$< 24 >; " NO R 
EPORT IS AVAILABLE M ;CHR*<24) 

700 FOR k=l TO 500 : NEXT 
710 GOTO 560 

720 IF ASC< MID$< f1,a9 >,2,1> >=0 THEN 78 
0 

730 m 1 -ASC< MID*< f $( 1 .• a9 >, 2.. 1 > > 

740 m5=ASC< MI D*< f *< 1 .• a9 >, 3.. 1 ) > 

750 m6=ASC< MI f$< 1 .• a9 > .• 4.. 1 > > 

760 t’$'% 1 .• a9 j=LEFT$t 1 .• a9 ) .• 1 >+UHR$<w 0 .***+• 1*1 

ID*<f$< 1a 9 >.. 3 > 

770 GOTO 820 

780 m1 = 17:IF fiSCCLEFT*<f$<1,a9),1> > >1 TH 
EN ml=16 

730 m5=ASC< MID*< f $< 1 .• a9 >, 6 > > 

800 m6=8 

81 0 f $< 1 .* a9 )=LEFT*< f $< 1.. a9 >, 5 >+ M I D$< f *< 1 

.• a9 .•* .• 7 .• 8 )+R IGHTf$'-. 1 .• a9 .* 1 s 

828 m2=a9 

830 n*i3=P 

840 m4=day-l 

850 t’$'% 1 • a9 .-'—LEFT1 .> a9 4 >+‘L-HR$'-. A5U'-. 
NI D$< f$< 1.. a9 >.■ 5.- 1 > )~1 >+MIO$< F C T( 1.. a9 >.« 6 > 
868 m$=CHR$Cm1)+CHR$<m2)+CHR$<m3 >+CHR$<m 
4 >+CHR$<m5 )+CHR$<m6) 

870 from=flSC<n$<a9.1> > 

880 tyPe~l ; IF P=2 THEN de=25 ELSE de=18 
890 LOCATE#1,2,5 * PRINT#1," 

H 

90O LOCATE# 1,2,5 = PR I NT# 1, :=•=:$< a.9 > .= " TO " M 

ID$<P $( P,1>,5> = GOSUB 2360 

910 IF k$=="X" THEN GOTO 560 

920 me=stack -1 =md==3 

930 GOSUB 160 

940 LOCATE# 1,2, 2 = PR I NT# 1, P *< P , 1 > .= " DAY " • 
da.y 

950 LOCATE# 1,2,3 = PR I NT# 1, " I NCOM I NG REF'OR 
T" 

960 IF e==l THEN LOCATE#!, 2,5 = PRINT#! , "RE 
PORT HAS BEEN SENT BUT"=LOCATE#1,2,6=PRI 
NT#1,"IT HAS NOT BEEN RECEIVED"=GOTO 490 
970 y==4 = GOSUB 1028 
988 GOTO 498 

990 •' * * * * * * * * * * * * * * * * * * * * 

1000 REM ** Decode Mesea.ee ** 

1010 * * * * * * * * * * * * * * * * * * * * 

1020 m 1 =ASC< LEFT$< s$< rod, me >, 1 > > 

1038 m2=ASC< MI D$( s$'-. md, me >, 2,1 > > 

1040 m3==ASC< MID$( s$'-. md, me, 3,1 > > 

1050 m4=r=HSC'-. MI D$'-. ssfK rod, roe .•= ,4,1 .•*) 

I860 ro5==ASC( MID$C rod, roe >, 5, 1 > > 

1070 ro6==ASC( MI D$( s$( md, r=ie >, 6, 1 > > 

1080 LOCATE#1,2,y = PEN#1,3 = PRINT#1,STRING 
$< 25,255 > = PEN# 1,1 =y==y + l 
1090 IF ml<10 THEN LOCATE#!,2,y=PRINT#1, 
MI D*< P *< m3, 1 >, 5 >; " TO ", >=:$< m2 > 
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1100 IF ml>9 THEN LOCATE#!,2,a=PRINT#I,x 
$< m2 >; " TO " .= MI D« P $< m3 , 1 >, 5 > 

1110 y==y + l 

1120 OH m1 GOSUB 1170,1180,1190,1200,122 
0,1230,1250,1260,1270,1280,1300, 1320 
1130 IF ml>12 THEN ON <ml~12) GOSUB 1340 
,1360,1380,1390,1420 
1140 y==y+1 

1150 LOCATE# 1,2, y = PEN# 1,3 = PR I NT# 1, STRIHG 
25,255 >=PEN#1,1 
1160 RETURN 

1170 LOCATE#1/2,» ! PRINT#1,"Go to ".;w*<m5 
>iRETURN 

1180 LOCATE# 1,2, y ; PR I NT# 1, " K i 11 , x*< m5 > 

=RETURN 

1190 LOCATE#1,2,y=PRINT#1,"Search ",w$<m 


1500 LOCATE#1,2,6=PRINT#1,"PRESS KEY FOR 
YOUR AGENT" 

1510 k $=INKEY$ : IF k$="" THEN 1510 
1520 IF k$=" " THEN RETURN 
1530 IF k$>="a" AND k$< = "z" THEN m2=ASC< 
k$>-96=GOTO 1560 

1540 IF k$>=="0" AND k$<=="9" THEN m2==ASC< 
k$ >-21=GOTO 1560 
1550 GOTO 1510 

1560 IF ASC< n$(m2,4 > >=0 THEN 1510 
1570 LOCATE#1,2,7 = PRINT#1,MID$< P $<p,1>,5 
TO ".= x$<m2> 

1580 LOCATE#1,2,8 = PRINT#1,"KEY 1 Go to 
city" 

1590 LOCATE# 1,2,9 = PR I NT# 1, " KEY 2 K i 11. a 
9er.t" 


5 > = RETURN 

120O LOCATE#1,2,y =PRINT#1, 

"Steal ".;r$(m5 

1606 LOCATE#1,2,10 = PRINT#1,"KEY 
h city" 


Sea re 

> = y ==y +1 

1210 LOCATE#1,2,y= PRINT#1, 

"From a.9ent "; 

1610 LOCATE#1,2,11= PRINT#1,"KEY 
ob ..i ect" 

4 

Stea 1 

xM m6> = RETURN 

1220 LOCATE#1,2,y=PRINT#1, 

"Hide "r$<m5> 

1620 LOCATE#1,2,12 = PRINT#1,"KEY 
ob,i ect" 

5 

Hide 

= RETURN 

1230 LOCATE#1,2,y=PRINT#1, 

"Transfer ",r$ 

1630 LOCATE#1,2,13 = PRINT#1,"KEY 
fer object" 

6 

i rams 

< m5 > = y =y +1 

1240 LOCATE#1,2,y=PR INT#1, 

"To a9ent ",x$ 

1646 LOCATE#1,2,14 = PRINT#1,"KEY 
e status" 

r 

Chan 9 

<m5> = RETURN 


.1658 LOCATE# 1,2,15 = PR I NT# 1, " KEY 

8 

S w i tc 


1250 LOCATE# 1,2, y = PR I NT# 1, " Chari9e status 

to ", 4 $( mb ) = RETURN 

1260 LOCATE#1,2,y=PRINT#1,"Switen HONING 
-BEACON ",o$Cm5> = RETURN 
1270 LOCATE#1,2,y= PRINT#1,"Exp 1ode MINO- 
BOMB"=RETURN 

1280 LOCATE# 1,2, y = PR I NT# 1, r$< m5 > .= " cap to. 
red"=y—y+1 

1290 LOCATE#1,2,y =PRINT#1,"in ".;w$(m6 > = R 
ETURN 

1300 LOCATE# 1,2, y = PR I NT# 1, r$( m5 >.; " 1 ocat 

ed " : y =y + 1 

1310 LOCATE# 1,2, y = PR I NT# 1, " i n ”.; w*< mb > = R 
ETURN 

1320 LOCATE#1,2,y=PRINT#1,"SCHWEINSTEIN 
wa s see n o n 1 ‘ = y == y +1 

1330 LOCATE#1,2,y= PRINT#1,"DAY";m5;"in ” 
,wSK mb> = RETURN 

1340 LOCATE# 1,2, y = PR I NT# 1, " I have 9ot " .; 
r$( mS > = y=y +1 

1350 LOCATE# 1,2, y = PR I NT# 1, " From " x$< mb > 
= RETURN 

1360 LOCATE#1,2,y=PRINT#1,"I have not 9o 
t" = y==y + l 

1370 LOCATE#1,2,y= PRINT#1,r$<m5> = RETURN 
1388 LOCATE#1,2,y=PRINT#1,"Goods have be 
en stolen"=RETURN 

1390 LOCATE#1,2,y = PRINT#1,"Message stop P 
ed on DAY",m4 = y=y +1 

1400 IF md== 1 THEN LOCATE# 1,2, y = PR I NT# 1, " 
Contents not available"=RETURN 
1410 me--m5 = md=md-1 = G0SUB 1020 = RETURN 
1420 LOCATE#1,2,y=PRINT#1,"Message Passe 
d on DAY" .= m4 = y =y +1 

1430 IF md== 1 THEN LOCATE# 1,2, y = PR I NT# 1, " 
Contents not aval 1able"=RETURN 
1440 me==m5 = md==md~ 1 = GOSUB 1028 = RETURN 
1450 •' Y:#:#:#:##:#:#:#:#::##:#::#:##:* 

1460 REM 44 Give Orders 44 

1478 •' 44444444444444444 

1480 i$==" " = mb==0 = GOSUB 160 = LOCATE# 1,2,2 = P 

RI NT# 1, P $< P , 1 >.= " DAY"; day 

1490 LOCATE#1,2,4=PRINT#1,"OUTGOING ORDE 

R'S" 


h BEACON" . 

1660 LOCATE#1,2,16== PRINT#1,"KEY 9 ExP 1 
ode MIND-BOMB" 

1670 k $===== I LIKE Y*= IF k $=="" THEN 1670 
1680 IF k$<"1" OR k$>”9" THEN 1670 
1690 ml==VAL< k$ > 

1780 FOR k==2 TO 9 

1710 LOCATE#1,2,7+k =PRINT#1," 

1720 NEXT 

1730 LOCATE#1,2,8= = PRINT#1," 

■ LUOFl f*E# 1,2, 8 

1740 ON VAL< k$ > GOSUB 1840,1850,1866,187 
0,1880,1896,1906,1918,1920 
1750 m3==P =m4===day 

1760 m$==CHR$':. ml ,>+CHRS=. m2 7+CHR3K m3 >+LHR3K 
m4 .>+oHR$t mb >+LHR$', mb ) 

1770 IF P==2 THEN from—25 ELSE From-lb 
1780 t-y Pe==6 = de==ASCC n$< m2,1 > > = GOSUB 2360 
1790 IF k$==":=•=:" THEN GOTO 1480 
I860 RETURN 

1810 •' 4444444 4 % 4 4- 4 4#:4444- 4 44 44 44 

1826 REM 44 Parameter Selection 44 
1830 •' 4444444444444444444444444 

1840 PRINT#!,"Go to .=GOTO 1930 
1850 PRINT#1,"Ki11 ..."=GOSUB 2826 = m5=a9 
= LOCATE#1,7,8 = PRINT#1,x$Cm5 ) = RETURN 
1860 m5==ASC< n$< m2, 1 > > = PR I NT# 1, " Search ".; 
wf<m5> = RETURN 

1876 PR I NT# 1, " Stea 1 ...'•= GOSUB 2116 = LOCA 
TE#1,8,8 = PRINT#1,r$<m5> = LOCATE#1,2,9 = PRI 
HT#1, "from a9ent . . . " = GOSUB 2020 = m6==a9 = L 
OCATE#!', 13,9 = PRINT#!, x$( m6 > = RETURN 
1880 PRINT#1,"Hide ..."=GOSUB 2118 = LOCAT 
E#1,7,8 = PRINT#!,r$<m5 > = RETURN 
1890 PR I NT# 1, "Transfer ...'• = GOSUB 2110 = L 
OCATE#1,11,8 = PRINT#1,r$<m5 > = LOCATE#1,2,9 
= PRINT#! , "to agent ... " = GOSUB 2028 = m6==a9 
= LOCATE#1,11,9 = PRINT#!,x$< mb > = RETURN 
I960 PRINT#!,"Change status to ..."=GOSU 
B 2280 = LOCATE#1,19,8 = PRINT#1,q$<m5> = RETU 
RN 

1910 PR I NT# 1, " Si,i i tch HON ING-BEACON 
GOSUB 2270 = LOCATE#1,23,8 = PRINT#1,m5 > = 
RETURN 


7 CONTINUED 
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1928 PRINT#1,"ExP1ode MIND-BOMB"=RETURN 
1930 1=8 : ni5==ASCX n$< m2.' 1 > > : FOR k==l TO 8 
1940 k $=MID$<a*<m5>,k,1 > = IF k $==" " THEN 
1==k-1=k =8 = GOTO I960 

1950 LOCATE#1,2,18+k=PRINT#1,"KEY";k,w$< 
flSCC k $ >--64 > 

I960 NEXT 

1970 k$=INKEY$=IF k$=="" THEN 1970 
1980 IF k$< " 1" OR k$>RIGHT$< STR$< l >, 1 > 
THEN 1970 
1990 GOSUB 2320 

2000 ivi5-HSC< MI a $< m5 > , VALX k $ > , 1 > >-64 = L 
OCATEttl,8,8 = PRINT#1,w$6m5 > = RETURN 
2010 REM tt Key in A9ent tt 
2028 LOCATE#1,2,11 PRINT#1,"PRESS KEY FO 
R AGENT" 

2036 k$=INKEY$ : IF k $==="" THEN 2030 
2040 IF k$>="a" AND k$<=="z" THEN a9=====ASC< 
k$>-96 : GOTO 2070 

2850 IF k $>•=•" 8" AND k$<.=- *3 THEN a9==ASCX 
k$>-21=GOTO 2070 
2060 GOTO 2038 

2070 IF ASCX n$< 3.9.■ 4 > >==8 THEN 2030 
2888 1=1=GOSUB 2328 
2090 RETURN 

2180 REM TT Key in Object 1-Y 
2110 FOR k=l TO 3 

21 20 LOCATE# 1,2,18+k = PR I NT# 1, " KEY "k.= r*< 
k > 

2138 NEXT- 

2140 k$== : IHKEY$=IF k$=="" THEN 2140 
2150 IF k$<"1" OR k$>"3" THEN 2148 
2160 m5==VALX k$ > 

2170 1=3 ; GOSUB 2328 
2180 RETURN 

2198 REM TT Key in Status TT 
2208 FOR k=l TO 3 

2210 LOCATE# 1,2,18+k « PR I NT# 1, " KEY"k , q $< 
k > 

2228 NEXT- 

2230 k$==INKEY$= IF k$=="" THEN 2230 
2240 IF k$<"1" OR k$>"3" THEN 2238 
2258 GOTO 2168 

2260 REM tt Key in ON-OFF TT 

2270 LOCATE#1,2,11=PRINT#1,"KEY 1 ON"=LO 

CATE#1,2, 12=PRINT#1,"KEY 2 OFF" 

2238 k $==INKEY$ ; IF k$=="" THEN 2280 
2290 IF k$<"1" OR k$>"2" THEN 2280 
2308 m 5=VAL<k $> 

2318 1-2 

2320 FOR k = 1 TO 1+1=LOCATE#1,2,9+k =PRINT 
#1," "= NEXT = RETU 

RN 

2330 ' TTTTTTTTTTTTTTTT5KTTTT 
2340 REM tt Messa9e Routing tt 
2358 ' ttttttttttttttttttttt 
2360 LOCATE#1,2,18 = PRINT#1,"Choose route 
for messa9e" 

2370 LOCATE#1,2,11= PRINT#1,"by P ressin9 
a9ent keys" 

2380 LOCATE#1,2,13 = PRINT#1,"Destination 
of message" 

2398 LOCATE#1,2,14 = PRINT#1,"wi11 end rou 
be entry" 

2480 LOCATE#1,2,16=PRINT#1,"SPACE will c 
anee l." 

2410 LOCATE#1,2,17 = PRINT#1,"Lon9est rout 
e ===== 8 agents" 

2420 k$==INKEY$ = IF k$=="" THEN 2420 
2430 IF < k$<"0" OR k$>"9"> AND <k$<"a" 0 
R k $ >"z"> AND k$< >" " THEN GOTO 2420 


2448 IF k$==" " THEN k$=="X" = RETURN 

2458 1=8 = GOSUB 2320 

2460 a$==" " = n==0 = GOTO 2480 

2470 k$==INKEY$ = IF k$==" " THEN 2478 

2488 IF k$==" " THEN 1=8 = GOSUB 2320 = GOTO 

2-368 

2490 IF k$>=="0" AND k$<=="9" THEN k== ASC< k 
$>-21=GOTO 2520 

2500 IF k$> = "a" AND k$<=="z" THEN k==ASC< k 
$>-96=GOTO 2520 
2510 GO f U 24 r 8 

2520 IF ASDl n$<k,4>>=8 THEN 2470 

2530 c=ASC(n$<k,1> > = LOCATE#!,2,18+n = PRIN 

T#1, >=:$< k >, " "iw$(c> 

2548 n==n+l = a$==a$+CHR$< k > = IF c=-de AND ty 
Pe==l OR k==r>i2> THEN GOTO 2588 
2558 IF n==8 THEN LOCATE#!, 2,9 = PR I NT# 1, CH - 
R$(24 >•" THIS ROUTE IS TOO LONG ";CHR$<2 
4 > = FOR k==l TO 508 = NEXT = I =8 = GOSUB 2320 = LO 
CATE#1,2,9 = PRINT#1," 

"= GOTO 2360 

2568 IF INKEY$< >"" THEN 2560 
2578 GOTO 2478 

2588 1 ==8 = GOSUB 2320 = LOCATE# 1,2,10 = PR I NT# 

1, "MESSAGE TO BE SENT VIA" = FOR k===8 TO 2 = 

LOCATE#1,2,12+k 

2598 FOR J==l TO 3 

26-80 IP kT3+- J >"fi 1 HEN GOTO 2bJO 

2618 a9== ASCX MI D$( a$, k T3+ J, 1 > > 

2628 PRINT#]., x$< a 9 >.= " ", 

2638 NEXT = NEXT- 
2648 SOUND 7,208,25,5 

2650 LOCATE#1,2,17 = PRINT#1,CHR$<24 >," KE 
Y CLEAR, COPY OR ENTER",CHR$<24> 

2660 IF IMKEYC 9 X >— 1 THEN GOSUB 7628 = GOT 
0 2780 

2670 IF INKEYX 18 X >—1 THEN 2708 
2688 IF INKEYX 47 X >—1 THEN RETURN 
2690 GOTO 2660 

2788 LOCATE#1,2,17 = PRINT#1,"THE MESSAGE 
IS BEING SENT" 

2718 s$< 3, stack >==m$ 

2728 •' :4=::4::=J=::=!=::=!=::=l=::4=: =K 4:4-4:-=K4:a=:-K :=K =K4::4=: 

2730 REM TTMessa9e Interception TT 
2748- •' :=!=::4::=K:=K:=K:=i=::4:4=::=K:=K:=i=::=K:=K4:*4::=K:=K:=K:=K 

2758- e==0 = a$== i $+a$ = n==LEN( a$ > = FOR k == 1 TO n 
2768 a9==ASC'i MID$< a$, k , 1 > > = tt==ASCX n$< a9,1 

j ) 

2770 IF e= 1 OR VRLX MI D$< z*<. from >, tt, i > > > 
i THEN e=1 : GOTO 2840 

2780 o r a n k = R 8 C ( vi $ (a 9 > p + i >> : e r a n k = R b L '• n $ 
a9.* 4-P > > 

2780 IF crank >~erank THEN GOTO 2840 
2808 i m-ASCC MI D$< f$< 2, a9 > 5 .• 1 > > : IF i m >0 
AND ASCX MI D$< f S>< 2.. a9 >, i m+5 .• 1 > )=stack THE 
N GOTO 2840 

2818 i x m*f i : f$< 2.« a9 >^LEFT$< f$< 2 - a9 >. 4 >•+• 
CHR$( im )+MID*< f $< 2 ■ a9 X. 6 > 

2828 f 2 .= a9 > :::: LEFT$< f $< 2 .• a9 > .• i m+4 >+CHR$< 
stack f2.- a9 >.* im+6 > 

2830 IF RSC( via9 .• 4 > >< > I THEN e-1 : IF k ==*n 
FIND RSC<LEFT$<m$, 1 >><10 AND RSC< a9,4 
> >=2 THEN e.=0 
2840 from-tt 
2850 NEXT 

2860 IF RSC<LEFT$<ivi$, 1 >>>9 OR e^i THEN 2 
900 

2870 IF oravik =0 THEN 2900 
2880 IF oravik < er ank FIND ASC< ri$< a,9,« 5 > X >0 
THEN 290O 

2890 a9.. 5 >=CHR$( stack > 















2300 stack ==stack + l=RETURN 
2310 ' t f$ 1 44444444444 

2320 REM 44 Draw Fla9 44 
2330 ■’ :+::i=::i::+::+: 

2340 IF P=2 THEN PEN 3 

2350 FOR k == 1 TO 14 

2360 LOCATE x , a +k -1 = PR I NT u*( P, k ) 

2370 NEXT 

2380 PEN 1•RETURN 

2330 ' 4TIT4444 444444444 

8008 REM 44 P1aa er Tuns 44 

3010 '• 44444444444444444 

3020 •' 

3030 •' 

8 0 48 4*4444444444*444 

3050 REM 44 IJDG Data 44 
3060 •' 44444444444444 

3070 DATA 255, 255,253,248 , 241,225,246.. 25 


3080 DATA 255,255 
3030 DATH 255,255 



133,152 


6*3, 127,2*55 
251,251,12 


3100 DATA 187,211,231,133,27,253,255,255 

3110 •' 444444444444444444444 

3120 REM 44 Various Strings 44 

3130 ■' 444444444444444444444 

3140 DATA MI6 LONDON CONTROL 

3150 DATA KGB MOSCOW CENTRAL 

3160 DATA SCHW.315b.--QZ 

3170 DATA LIQ--ROBOTNIK/S-28 

3180 DATA ON,OFF 

3130 DATA ASLEEP,AWAKE,ACTIVE 

320O DATA SCHWEINSTEIN,FIRING BUTTON,HOM 

ING BEACON 

3218 DAT A 4,3,3, 4, *8,2,3,2 

3220 DATA 2,3,2,3,2,1,2,1 

3230 DAT A 2,1,2,1,1,2,1,2 

3240 DATA 1,2,1,2,1,3,1,0 

3250 DATA 1,0,1,0,1,8,1,0 

3260 DATA 1,0,1,0,0,1,0,1 

3270 DATA 0,1,0,1,0,1,8,1 

3280 DATA 0,1,0,1,0,8,8,0 

3230 DAT A 8,8,0,8,8,0,8,0 

3380 ■' 444444444444444444444 

3318 REM 44 Cities & Agents 44 

3328 ' 444444444444444444444 

3330 DATA AMSTERDAM,ALPHA,BELGRADE,BRAVO 

,VIENNA,CHARLIE,PARIS,DELTA,OSLO,ECHO,LI 

SBON,FOXTROT,MADRID,GOLF,TANGIER,HOTEL,W 

ARSAW, IVAN, ROME, .JULIET 

3340 DATA ATHENS,KING,ISTANBUL,LIMA,BUCH 
BREST, MIKE, SOFIA, NOBLE, PRAGUE, OSCAR, COPE 


NFIAGEN, PAPA, REYKJAVIK, QUIZ, LONDON, ROMEO, 
BRUSSELS, SIERRA,BERLIN,TANGO 
3358 DATA HELSIHKI,UNCLE,BUDAPEST,VICTOR 
, DUELIN, WINTER,ZURICH,X-RAY,MOSCOW,YANKE 
E,STOCKHOLM,ZULU 

3360 DATA ZERO,ONE,TWO,THREE,FOUR,FIVE,S 
IX,SEVEN,EIGHT,NINE 

3370 DATA "PTSR ","VMNKJC 'V'OVBJXT 
", " STXJGR ", " IJZF'RWQ " , " WRGH ", " RD J 


* KHF ", "KFG ", "YVOTF'Z ", "CBKGDX ", 
" NLHGJB ", " YKNM " , " YLNBV ", " ML.KB 
","IVCT ","EZITAR ","UEW ","EP 
ASDGFW","ATDR ","PIOCXDSA","YZEQ 

,"IYMBCO " 

3388 DATA "SERF ","TCJD ","LMVIZU 
", " UYI F'E 


3338 •' 4444444444444444 
3480 REM 44 Game Start 44 
3418 4444444444444444 


3420 BORDER 13=INK 8,26 =ItyK 1,0=INK 2,2 = 
INK 3,6 

3438 CLS = PEN 1 

3440 LOCATE 12,1=PRINT"T REA C H E R Y 

II 

3450 LOCATE 4,3 = PRINT"When the ", = PEN 3 = 
PRINT"KGB ", = PEN 1= PRINT"and ", = PEN 2 = PR 
INT"MI6 ", = PEN 1=PRINT"wage a war of" 
3460 LOCATE 3,4=PRINT"wits through the c 
aPitals of Europe," 

3470 LOCATE 11,5=PRINT"nothing is simple 

I ! " 

3480 UF'ENuUT "dummy" 

3438 MEMORY HIMEM-1 
3500 CLOSEOUT 

3518 ■' 444444444444444444444444444 

3528 REM 44 User Defined Graphics 44 

3530 •' 444444444444444444444444444 

3548 BORDER 9 

3550 FOR char ==251 TO 254 

3568 FOR ch== 1 TO 8 

3578 READ at ch ) 

3588 NEXT 

3530 SYMBOL char, aX 1 ), a( 2 >, at 3 ), at 4 >, a< 5 

*) , .3 ( 0 j , > , .3 1; 0 .1 

3680"NEXT 

3618 SYMBOL 255,8,8,0,255,255,8, 0 ,8 
3620 •' 44444444444444444444444 

3638 REM 44 'Top Secret '■ Data 44 
3648 •' 44444444444444444444444 

3650 t*< 1 )==CHR$( 139 )+CHR*< 129 )+CHR*< 135 ) 
+CHR*( 133 )+CHR*( 135 )+CHR*( 133 )+ " "+CHR$ 

<135 )+CHR*<123 )+CHR*( 135 )+CHR*<129)+CHR$ 
(135)+CHR$(123 >+CHR*<135 )+CHR*<133 )+CHR$ 
<135 )+CHR*(129 >+CHR*<133 )+CHR*(129 > 

3668 t*< 2 )==CHR*( 138 >+ " "+STRI NG*< 2, 133 )+ 
CHR$(135 )+CHR*(123)+" "+CHR$(131 )+CHR*< 

133 )+CHR$(135 >+" "+CHR3K 133 >+" "+CHR$(13 
5)+CHR*<132 )+CHR*<135 >+" "+CHR3X 138) 

3678 t*<3)==CHR*(138 >+" "+CHR*<131>+CHR*< 
129 )+CHR*(129 >+" "+CHR$<131 )+CHR$(129 > 
+CHR$(131)+CHR*<129)+CHR*<131)+CHR*<123) 
+CHR*( 123 )+CHR$< 129 )+CHR*( 131 .*'+UHR$( 123) 
+CHR*< 130 ) 

3680 ' 4444444444444444444444444444 

3638 REM 44 Construct Flag Strings 44 
3788 ■' 4444444444444444444444444444 

3710 REM "...is CTRL & 0" 

3720 DIM u*( 2,14) = u*( 1, 1 )= " 3 " +CHR*< 213 )+ 
CHR*C143)+CHR*( 215)+"2"+CHR*(213)+STRING 
$(3,143 )+" " + "3"+STRING*<3,143)+" " +"2" + 
STRING$<3,143)+CHR*(212)+"3"+CHR*<214)+C 
HR*(143)+CHR*(212) 

3730 u*< 1,2 )==" 2 " +CHR*< 215 )+ " 3" +CHR*< 213 ) 
+CHR*<143)+CHR$<215)+”2"+CHR*<213 )+STRIN 
G*<2,143)+" "+"3"+STRING*<3,143)+" "+"2" 
+STRING*<2,143)+CHR*<212 )+"3"+CHR*<214)+ 
CHR*<143)+CHR*<212)+"2"+CHR*<214) 

3748 u*C 1,3 )==="2 " +CHR$< 143 )+CHR*< 215)+" 3" 
+CHR*<213)+CHR*<143 >+CHR*<215 )+"2"+CHR$< 
213 )+CHR*<143 )+" " + "3"+STRING*<3,143)+" 

" +"2"+CHR*<143 )+CHR*<212 )+"3"+CHR$(214 )+ 
CHR*<143)+CHR*<212 )+"2"+CHR$<214)+CHR$( 1 
43 *•' 

3750 u*< 1,4 )== " 2 " +CHR*< 143 >+CHR$< 143 )+CHR 
$(215)+"3"+CHR*<213)+CHR*(143)+CHR*(215) 
+"2"+CHR*<213)+" "+"3"+STRING*<3,143)+" 

" + "2"+CHR3X 212)+"3"+CHR*(214)+CHR*<143)+ 
CHR*<212 )+”2"+CHR*<214)+STRIHG*<2,143) 
3768 u*<1,5)="2"+STRING*<3,143 )+CHR$( 215 
)+"3"+CHR*<213)+CHR*<143)+CHR$(215)+" " + 













TREACHERY 


SIRING$k3,143*+" ”+CHR$k214 )+CHR$ki43)+C 
HR$<212)+" 2"+CHR$< 214>+STRIHG$<3,143> 
3778 u$<1,6>=STRING*<8," " )+"3"+STRING$< 

3 , 143 )+STR I NG$< 8, " " >s u$< 1,9 )=u.$< 1,6 > 
3786 u.$k i, 7 )=" 3 " +STR1 NG*< 19 , i 43 >= u$< i, 8 ) 
-u.$< i .• 7) 

3790 u$< 1 .• 10 )=" £ " +STRI NG$< 3.. 143 HCHRsSK 21 
£ >+"3"+CHR$k£14 )+CHR$<143)+CHR$<£1£ )+" " 
+STRING*<3,143)+” "+CHR$k£13 )+CHR$<143)+ 
CHR$<£15 >+"2"+CHR$C£13 )+STRING$k3,143 > 
3800 u.$k 1, 11 )= "2"+STRI NG$< £, 143 )+CHR$< £ 1 
2)+"3"+CHR$<214)+CHR$<143)+CHR$<212)+"2" 
+CHR$< £ 14 )+3" + " " +STRI NG$k 3,143 )+" " + " £ 
"+CHR$k215>+"3"+CHR$<213)+CHR$k143)+CHR$ 
<£15 >+"2"+CHR$k213 )+STRING*<2,143) 

38 i 0 u$< 1 1 12 )= "£" +CHR$< 143 >+CHR$k £ 12 >+"3 
"+CHR$<214>+CHR$k143 >+CHR$k212 )+"2"+CHR$ 
k £ 14 >+CHR$k 143 >+" 3" +" " +STRI NG$k 3, 143 >+ " 
" + "2"+CHR$k143 )+CHR$<215)+"3"+CHR$<213) 
+CHR$<143>+CHR$k215 )+"2"+CHR$<213>+CHR$k 
143) 

3820 u.$k 1, 13 )= "2" +CHR*< 212 >+ "3" +CHR$< 214 
•>+r:HR*< 143 )+CHR$k £12 )+"2"+CHR$<214 >+STRl 
NG$< £ .• 143 )+ " 3 " + " -•+STRI NG$k 3, 143 >+ " " +" £ 
" +8TRI NG$< £ , 143 )+CHR$< £ 15 )+" 3 " +CHRtk £ 13 > 
+CHR$<143)+CHR$k215>+"£"+CHR$k213) 

3830 u$< 1 , 14 >= " 3 " +CHR3K £ 14 )+CHR$< 143 )+CH 
R$k 212 )+ "2" +CHR4( 214 )+STRING$< 3.• 143 )+"3” 
+" " +STRI NG$< 3, 143 >+ " " + " 2 " +8TRI NG$< 3.. 14 
3>+CHR$k215 )+"3"+CHR$k213>+CHR$k143 )+CHR 
$k £15 ) 

3840 1$=STRING$k19,143> 

3850 FOR 1=1 TO 14 
386£i ij.$<£, 1 >»■!$ 

3870 NEXT 

3880 MID$< u$< 22 >, 16, 2 )=CHR$k 251 )+CHR*< 2 
5-3) 

38901 |'i I [)$( i.i.£.. 3 ) , 16 .■ 2 )=CHR!$k £b£ i+L-HR'ii 1 -. £ 
54 > 

3980 REM . 3 .$=" " = b$=" " • c$=" ’’ i d$=" " = e$=" " : f 
$= » " : b 1 $= " " i 9$= " " : h$= " " : i : ,.i $= " " = k $= 11 

" : 1$~" " : y $=" " : 2 :$=::" " : r.,$-" " 

3910 •’ ” 4:44:4*444444:444444 

3928 REM *4 Print Flays 44 
3930 ■' 4444444*44444*4*4 

39401 p =2 : x=28 : y =7 
39501 GOSUB 29401 
3960 P=1•x=3 : a=11 
3970 GOSUB 2940 

3980 ' 4444444444*44*444444444444 

3990 REM 44 Read Various Strin9s 44 
4000 •' 4*444444444444*444*4444 444 

4018 DIM Pi<2.. 2) 

4020 READ P$< 1.. 1 ).• P$<£.' 1 ) 

4630 READ P 1.. 2 ).. P $< 2 , £ > 

4048 DIM o$(2). q $< 3 >.. r$( 3 > 

4050 DIM s$(3.. 16) 

4 @6 0i READ o$'.. 1 ) .■ oSK £ ) 

407@ READ q $< 1 ) .• '4 $< £ >.. q $< 3 > 

4080 READ r$( 1 >.■ r$( £ >,. r$< 3 > 

4090 DIM ri$< 36.. 5 >.. f$< £ .• 36 > 


41010 

FOR 

k = 1 TO 26 = 

k.. 

1 )=CHR$kk 

) : NEXT 

4110 

T 

FOR 

k = £ (■' F U 81 

: r&*\. k 

,1 )=CHR$k 

18 ) i ne;- 

i 

4120 

FOR 

k =32 TO 36 

: k 

,1 )=CHR*< 

25 ) iNE) 


T 

4130 FOR k = l TO 36 : FOR ,i=£ 10 5 : n$k k .■ ■> )= 
CHRSR 32) : NEXT = NEXT 

4148 m$=""iFOR k = 1 TO 13 : m$=m*+CHR$<0 > : H 
EXT 


4150 RANDOMIZE TIME =FOR k=i TO 36 
4160 READ a.'b 

4170 c— I NT< RHD436 >+1 ■ IF ASC< n$< c .• 2 > X >32 
THEN GOTO 4178 

4188 nSK Cj 2 >=CHR$< a > : n$< Cj 3 )=CHR$< b) 

41901 t $(. 1 .• c )=GHR4t 1 i ri$'. Cj 4 .:<=LHk$<. 1 
4200 IF <a-=l AND b=0 > OR <a=0 AND b=l ) T 
HEN f$< 1, c )=CHR$( 3 >+rn$ : n$< c, 4 )=CHR$< 3 > 

4210 f $< 2 .• c )=f $< 1 .• c > 

42201 n$<. c .■ 5 )=GHR$':. 0 ) 

4230 NEXT 

42401 DIM 9$( 2 ) .■ ok 6 .■ 5 ) .■ s( 4 ) 

42501 BORDER 20 ' 

4260 44*44444444**444*444444444 

4270 REM 44 Read Cities 8 Agents 44 
4280 •’ 44444*44444444444444*44444 

4298 DIM w$< 26 > .• x$( 36 ) 

4300 FOR k=l TO 26 
43101 READ w$(. k kxfe k ) 

4320 NEXT 

4330 FOR k=27 TO 36 
43401 READ k ) 

4350 NEXT 
4360 DIM y$<26) 

4370 FOR k=l TO 26 
42'80i READ y$k k) 

4390 NEXT 
4400 BORDER 6 

4410 4***4444*444*4*4*44444*4444 

44201 REM 44 City to City Distance 44 
4430 •’ *************************** 

44401 DIM £6 : GUbUB i"oOO 

4450 GOSUB 8100 : REM 448creen Copy M-- C 4 

4460 ■' 4444444444444444 

447£i REM 44 Game Start 44 

4480 •' 4444444444444444 

4490 BORDER 24=zzz»FRE<"") 

4500 day=3 
4510i BORDER £6 
4520 stack=1 

4530 p=i 

4540 r=INT<RND426 >+1 : IF r=18 OR r=25 THE 
N 4540 

4550 sk1>=r : schwa9=0 

4560 FOR ,i = l TO 5 : GOSUB 6210 ; NEXT 

4578 r=INTk RND426)+1 : IF r=18 OR r=25 THE 

N 4570 

4580 bta9=0 : bt1oc=r 

4590 r=INTk RND426 )+1 : IF r=18 OR r=25 OR 

r=btloc THEN 4590 

460i8 bca9=0 : bcloc=r • bcon=2 

4 610 m a n 1 o c = IN T k F? N D426 ) +1 

46201 exP 1 od=0 

4630 GOTO 4980 

4640 •' 44444444444444444444444 

4650 REM 44 Print Agent Ranks 44 
4660 ■' 44444444444444444444444 

4670 GOSUB 160 

4680 LOCATE#1,2,2-PRINT#1,MID$kP *<P,1 ),1 
,4),"RANK & AGENT DAY"-day 
4690 PEN#1,3 
470101 y=4 : X=£ 

4710 FOR k = 1 TO 36 

4720 IF ASCkn$kk,4))=8 OR ASCkn$kk,P +1)) 
=8 THEN GOTO 4770 
4730 a=A8Ck nfk k , P + 1 > 

4740 LOCATE#1, x,y^ PRINT#1,a," ",x$kk ) 
4758 y=y+l 

4768 IF y = 15 THEN y=4^x=14 
4770 NEXT 
4780 PEN#1,1 































479@ GOTO 498 

4808 ■' xxxxxxxxxxxxxxxxxxxxxxxx 
4810 REM 44 List H9ent Reports 
4828 ' 444444444444444444444444 

4830 GOSUB 160 

4848 LOCATE# 1,2,2 = PR I NT# 1.. MI D$< P *< P .• 1 > , 1 

, 4 ) .■ "AGENT REPORTS DRY", day 

4850 y =4•%==2 

4868 FUR k=l tU So 

4878 IF ASC< n$< k , 4 ;■ >=0 THEN GOTO 4930 
4888 crank== ASLK nTk , P + 1 , 

4890 erank==ASC'!. nSK k , 4--P 't 

4980 IF orarik< ==erank OR HSCtMID$< f'SK i, k ) 

, 5,1>>===0 THEN GOTO 4938 

4910 LOCATE# 1, x, y = PR I NT# i, x$< k >, ” 11 , ASC< 

MID$< f$< 1, k >,5, 1 >> 

4920 y=y+l IF y==15 THEN y=4=x»14 
4930 NEXT 
4940 GOTO 490 

4950 •' % % X 4 X % X X X X X X 4 X X X 4 X X X X X X X 4 

4960 REM tt Player Turn Reports 44 
4970 ' XXXXXXXXXXXXXXXXXXXXXXXXX 
4988 r e P o r t s==8 : G 0 S U B 2 3 8 
4998 IF rePorts-5 THEN GOTO 5280 
5880 GOSUB 168 

5010 IF day=3 THEN GOTO 5200 

5820 LOCATE# 1,2,2 = PRI NT# 1, P $< P .• 1 >; " DAY " 

, day 

5830 LOCATE# 1,2, 3 = PR I NT# 1, " YESTERDAY •" S F 
IELD REPORTS" 

5840 LOCATE#1,2,6=PRINT#!,"KEY 1 List al 
1 a9ents" 

5058 LOCATE#1,2,7 = PRINT#1," and the 

ir rank" 

5868 LOCATE# 1,2, 9 : PR I NT# 1" KEY 2 L i st a9 
ents with" 

5078 LOCATE#1,2,18 : PRINT#1," reP ort 

s to send and" 

5080 LOCATE#!, 2, 11 : F'RINT#1, " how ma 

ny reports" 

5090 LOCATE#1,2,13=PRINT#1,"KEY 3 Ca11 i 
rt a report" 

5180 LOCATE#1,2,15=PRINT#1,"KEY 4 Finish 
with reports" 

5110 LOCATE#1,2,16=PRINT#1," Giwe t 

oday ’ s- orders” 

5128 k$=INKEY$ ; IF k$="" THEN GOTO 5120 
5 138 IF k$<"1" OR k$>"4" THEN GOTO 5120 
5140 IF k$==" 1" THEN GOSUB 4670=GOTO 4998 
5150 IF k$=="2" THEN GOSUB 4830 : GOTO 4990 
5168 IF k$=”3" THEN GOSUB 560=rePorts==re 
p orts+1 : GOT0 4990 

5170 ' 444444444444444444444444 

5180 REM XX Player Turn Orders XX 
5190 ' XXXXXXXXXXXXXXXXXXXXXXXX 
5280 orders=0 

5218 IF brders-3 THEN GOTO 5350 
5228 GOSUB 160 

5238 LOCATE#1,2,2 = PRINT#1,P*<P,1>," DAY" 
, day 


5248 LOCATE#1,2,4:PRINT#1,"TODAY 

'S ORDER 

5258 LOCATE#1,2,6=PRINT#1,"KEY 1 

List aI 

L ‘j 0 !"itS ' 

5266 LOCATE# 1 ,2,7 : PRINT#1, M 

and the 

ir rank M 

5278 LOCATE# i, 2, 3 ^ PR 1 NT# 1, !! KEY 2 

Give an 

order 11 

5280 LOCATE#1,2,11= PRINT#1,"KEY 

3 Finish 

with orders" 

5290 LOCATE#1,2,12 = PRINT#1," 

OP erat 


ions over" 

5308 LOCATE#1,2,13=PRINT#1," unti1 

tomorrow" 

5310 k$=INKEY$ = IF #$=""• THEN 5318 
5328 IF k$<"1" OR k$>"3" THEN 5310 
5330 IF k$~"1" THEN GOSUB 4670•GOTO 5210 
5348 IF k$="2" THEN GOSUB 1430 : orders-or 
ders+1•GOTO 5218 

5350 p=p + l : IF p<3 THEN GOTO 4988 
5360 •' 

5370 REM XX End of Day XX 
5380 •' XXXXXXXXXXXXXXXX 
5390 GOSUB 55501 
5400 day-day +1 
5410 FOR k = 1 TO 16 
54201 5+$'.. 1, k , i: =s l k i '. S, k ,* 

5430 s$< 2, k >=s4'l 3, k > 

5440 NEXT : stack=1 

5450 m$==" " : FOR k = 1 TO 13 = m$=m$+CHR$< 0 > : N 
EXT 


5460 

FOR k=i TO 36 



5470 

f$C1,k >=f$(2,k > 



5480 

t ( 2, k l'-n$( k , 4 >+m$ 



5490 

NEXT 



5500 

P = 1 



5510 

GOTO 4980 



5520 

:=!=: :=l=. .I -1 •=!=. •=!=■ .=!=• .=!=• •=!=• .=i=. =l=. •=!=. i i =i=- i=. •=!=• •=!=• •=!=■ 



5530 

REM %% Execute Orders tt 



5540 

4- 4 44-4-4-444-44 4-4-4--t-*444-4- 4 



5550 

CLS 



5560 

GOSUB 168 



5570 

LOCATE#1,2,2 = PRINT#1,"END 

OF 

DAY" 

ay , CHRSK 8 >.= " •' s TREACHERY" 



5580 

COSUE- 6*2! 101 



5590 

FOR k==l TO 6 = FOR j==l TO 5 

= C'( 

k, ..i >==i 

NEXT 

= NEXT 



5600 

no=0 



5610 

FOR k=l TO 36 



5620 

o 1 ===== ASC< i"!$( k , 5 > > = IF o 1 === 0 THEN 

GOTO 

700 




5630 

■no==Tio+1 



5640 

o( no, 1 )==== FiSC's L.EF T$'% s$'% 3, ol 

>, 1 

i y 

5650 

o‘i. no, 2 == FI8U'-. MIs$v. 3, ol 

, 2, 

i > > 

5660 

O'*, no, 3===== l"!-E'L-s$'.. 3, ol .- 1 

, 5, 

i > > 

5670 

o< no, 4 >==ASC( MID$( s$( 3, ol ) 

.* b, 

1 > 

5680 

o< no, 5 >===== ASC( MID'li< s$< 3.- ol > 

, 3, 

1 ::= > 

5690 

n$( k , 5 >==CHR$< 0 > 



5700 

NEXT 



5710 

y =4 



5720 

FOR o==l TO no = IF o(o, 1 >==9 

THEN GOS 


B 63501 
5738 NEXT 

5740 FOR o=l TO no ^ IF o<o, U=1 THEN GOSU 
B 6520 
5750 NEXT 

5768 FOR o=l TO no ; IF o 1 -. o,l.- l= 5 fHLN GOSU 
B 6630 
5778 NEXT 

5780 FOR o=i TO no : IF oCo,1>=6 THEN GOSU 
B 67501 
5798 NEXT 

5880 FOR o=:t TO no IF o< o, 1 >=3 THEN GOSU 
B 6980! 

5810 NEXT 

5820 FOR o=l TO no-IF o<o,1>=4 THEN GOSU 
B 7218 
5830 NEXT 

5848 FOR o=l TO no-IF o<o,1>=2 THEN GOSU 
B 7298 
5850 NEXT 


11 CONTINUED 


























TREACHERY 


B 7448 
5878 NEXT 

5888 FOR o=l TO no IF o(o,1>=7 THEN G03U 
E 7520 
5890 NEXT 

5980 FOR k=l TO 36 

5910 IF flSCCMID$if$i2,k>,2,1>X>0 THEN f 
2, k >=LEFT$( f$i 2, k >, 4 >+CHR$( ASCX MIDSK f$ 
< 2, k >, 5,1 > >+1 >+M I D*< f *< 2, k >, 6 > 

5928 NEXT 

5938 LOCATE#1,2,a=PRINT#1,"3 days a.9o SC 
HWEINSTEIN"=y=y+l 

5940 LOCATE#1,2,a =PRINT#1,"Was seen in " 
; w$< s< 4 > > : a=a + l 
5958 IF bcon=2 THEN GOTO 5970 
5960 LOCATE# 1,2, a ; F'RINT# 1, "BEACON ON i n 
" i w$( be 1 oc , : a =a +1 
5970 IF bta.9=0 THEN GOTO 6008 
5980 LOCATE#1,2,a :PRINT#1,”FIRING BUTTON 
detected" : a=a+l 

5990 LOCATE#1,2,a : PRINT#1,"in ",w$<bt1oc 
> : a =a +1 

6000 IF exP1od=1 THEN GOTO 6120 
6010 d='v'AL< MI D$< z$< man 1 oc >, be 1 oc, 1 > > 

6020 IF d=8 AND bcon=l THEN GOTO 6110 
6030 n=0•FOR k=l TO 8 

6048 IF MID*< a*< manioc >,k, 1 X>" " THEN n 
-n+1 

6050 NEXT 

6060 r=INT<RND4n>+l 

68701 IF bcon=2 THEN man 1 oc=A3CtMI D$tam 
an1oc),r,1 j )—64 ; GO T0 6110 
6080 c=RSC<MID$(a %i man1oc >,r,1>)-64 
6090 IF VALCMID$<z*<c >,beloc,1> >>=d THEN 
GOTO 6060 
6100 man1oe=c 

6110 LOCATE#1,2,a : PRINT#1,"MANDROID in " 
.• w$< man 1 oc ) : a =a +1 

6128 IF si 1 X>18 AND s<lX>25 THEN GOTO 

49@ 

6138 IF s< 1 18 THEN LOCATE# 1,2,a = PRINT# 

1,"SCHWEINSTEIN IN LONDON"=a=a+2=LOCATE# 

1.2, a•PRINT#1,"HI6 HAVE WON THE GAME"'P= 
1 

6140 IF si 1>=25 THEN LOCATE#1,2,a=PRINT# 
1,"SCHWEINSTEIN IN MOSCOW"=a=a+2 = LOCATE# 

1.2, a : PRINT#1,"THE KGB HAVE WON THE GAME 
" : p=2 


6370 LOCATE#1,2,a ;PRINT#1,"MIND-BQMB exP 
1 odes in" : a =a +1 

6388 LOCATE#1,2,a =PRINT#1, w$<man1oc> « a = 
a +1 

6398 IF manIoc=18 THEN a=a +1 : LOCATE#1,2, 
a=PRINT#1,"THE KGB HAVE WON THE GAME" : P = 
2 : GOTO 6150 

6400 IF manloc=25 THEN a=a +1 ; LOCATE#1,2, 
y = PRINT#1,"MI6 HAVE WON THE GAME" ; P = 1 : GO 
TO 6150 

6418 FOR k=l TO 36 

64201 IF ASCt n$(. k, 1 .> x Xmanloc THEN 6470 
6430 n$< k, 4 .• | =CHR!$(. 01 ) 

6440 IF bta9=k THEN bta9=8 
6458 IF bca9=k THEN bca9=8 
646£i IF schwa.9=k THEN sehwa9=8 
6478 NEXT 

6480 exP1od=1 : RET URN 
6498 '' 4444444444444444 

65£i0 REM +4 Go to City 44 
6510 •' ********444***** 

65201 a9=ot o, 2 : c=ot o, 3 

6530 IF ASCtn$<a9,4>>=0 THEN RETURN 

654£i a.9, 1 )=CHR4< c ) 

6550 IF bta.9=a9 THEN btloc=c 
6568 IF bca.9=a9 THEN bcloc=c 
6570 IF schwa.9=a9 THEN si 1>=c 
6580 LOCATE#1,2, a =PRINT#1,x$<a9 >," 9o to 
", i,j$( c ) 

6590 y=y + l= RETURN 
660i 0l 4 T 4 4-4.4* 4* 4* 4- 4- 4- 4- 4-4- 4- 4- 4- 

661£i REM 4:4 Hide Object 44 


66 

20 

• 

44 

444444444 

nt 

444 



66 

30 

&9 : 

~ i”i t. n 

.* 2 '• ob—O'*. 

"i .i 3 

|i 



6646 

IF 

flSC 

< a 9 .• 4 

)=0 

THEN 

RETURN 

66 

50 

ON 

Ob 

GOTO 6660. 

, 66 

80 .• i 

67i 

00 

6660 

IF 

sch 

wa9<>a9 THEN 

GO 

TO 

6900 

c-6 

70 

id 

lW iii.O 

- 6 : RE 1 URN 





66 

80 

T i— 

i r 

bta 

9\ >a9 T HEl 

‘I '21 

OTO 

o 

900 

r. !“. 

38 

bt 

a 9-8 

= RETURN 





67 

00 

IF 

b c a 

9< >a9 THE! 

•i ! .j 

OTO 

6 

900 

67 

10 

be. 

“i. 9 0 

• RETURN 





67 

20 


tt 


nt 

ttt 

** 

ft 

-• I - 

30 

REI 

il tt 

Transfer 

Ob 

•j e c 

f 

ft 

67 

40 




bit 

ttt 


ft 

67 

50 

a 9 • 

~q(. o 

.. 2 ) • ob-o< •: 

j .i 3 

> : t 

oi 

—o 4 ) 

9= 

to 

1 THEN 

RETURN 





6 7 

60 

IF 

flSC 

n$‘-. a9.» 4 

)=0 

OR 

ft 

5L r'lS 1 -. f i 


6150 REM 
6160 GOTO 6160 
6170 STOP 

6130 ' 44444444444444444444444 

619 0i R E M 4 4 M o v e S c h w e i i i s t e i n 4 4 , 

6208 ' 44444444444444444444444 

6210 FOR k=4 TO 2 STEP-1 
6220 s< k >=s< k --1 > 

6238 NEXT 

6248 IF schwa9>8 THEN RETURN 
6250 n-0;FOR k=l TO 8 

6268 IF MID$<y*< si 1>>, k, 1 X>" "THEN n=n +1 
6270 NEXT 


62 

80 

r-INT 

( RND4 

n )+ 1 



62 

90 

c-RSC 

<MID* 

a s'.. s'*. 1 

j ) ■ r, 1 ) j—64 


63 

08 

IF c= 


OR c=18 

OR c=25 THEN 

6280 

6*3 

10 

s< 1 >= 

c RET 

URN 



63 

20 

t 

ttttt 

4444444 

444444444 


63 

130 

REM t 

*• Exp 

1ode Mi 

ndbomb 44 


63 

;40 

t 

ttttt 

4444444 

444444444 


63 

:50 

IF ex 

r lod = 

1 THEN 

RETURN 


63 

>60 

a9=o( 

o .• 2 ) : 

IF bta.9 

<>a.9 THEN ob=2 = GOT 


>=0 THEN RETURN 


6 

770 

fc=ASC<n$t a 

9 .• 1 > > : 

tc 

—Ho 

f: 

tol, 1 >> 

6 

7Q0 

IF MID*<z*< 

f C tc 

•! 

J. 

> > " 

1 

" THEN RETUR 

N 








6 

790 

ON ob GOTO 

68006 

y 3 

0 .• 6 

o 

60 

6 ! 

800 

IF schwa9< > 

a9 THEN 

GOT 0 

6900 

& 

310 

schwa.9=tol : 

si 1 >=t 

c 




6*! 

820 

GOTO 6880 






6: 

830 

IF bta.9<>a.9 

THEN 

GOTO 

6 

900 

6 

840 

bta.9=tol : bt 

loc~tc 





6850 

GOTO 6888 






6 

860 

IF bca.9<>a.9 

THEN 

GO 

TO 

6 

900 

6 y 7 y 

bca9=tol : be 

1oc=tc 





6 

880 

f$<2,to1>=LEFT$<f 


2.. t 

0 

1 >, 1 )+CHR$< 1 


3 >+CHR$<ob >+CHR$( a9 )+MID$(f2,tol ),5 ) 
6.890 RETURN 

6900 IF o(o,l>=4 THEN GOTO 6930 

6910 f$< 2, a.9 >=LEFT$< f$< 2, a.9 >, 1 >+CHR$( 14 > 

+CHR$< ob >+M I D$t f$( 2, a.9 >, 4 > 

6928 RETURN 

693£i 2, tol >=LEFT$t f$( 2, tol ), 1 )+CHR$t 1 

4 >+CHRf t ob j+M I D$(. i$t 2, to 1 j, 4 ) 


0 6308 


6940 RETURN 


12 








TREACHERY 


XP 

6950 

**** 


6960 

REM ** S 

y~ 

6970 

**** 


6980 

a9~o< 0 ,2 

2, 

6990 

IF ASC‘% n 

|p= 

7000 

sl=0 : FOR 


7010 

IF s(k)= 

cL , 

7020 

NEXT 

I GO 

7030 

IF sl=0 


7040 

2, a9 > 


to 


F a 


) 4 


)) 
TIJR 


$< 1 




ch City %% 
********** 
or i .1 :~i } 


+i :HP$< d a -I + i ■—s 1 ;*+ijHR$c c • | ^"MID$ , % t^b.. 2 , a. 9 ) , 5 
7650 IF s<1X>c THEN GOTO 7100 
7060 IF schwa9-0 THEN schwa.9—a9 : f$C 2.- a9) 
=LEFT$( f$< 2, a9 1 >+CHR$( 10 >+MID$< f $< 2.. ay 
>3 > : GOTO 7080 

7070 f $< 2.. a9 >~LEFT$< f$< 2, a9 >, 1 )+CHR$< 1 i > 
f$< 2 .« a9 ), 3 ) 

r ? yy 0 f 2 .i a9 : “ :: LEF“ f !$if $•!. 2 .i a9 , 2 HR$*:. 1 4- 

c ;*+M I D$*;. t $*•. 2 , a9 .• b .*• 

7090 RETURN 

7100 IF btlocOc OR bta9<>0 THEN GOTO 71 
30 

7110 2 , a9 J ,= LEF 1 $*;. f $•% 2 , a9 ) , 1 J'+UHRi^ 1U ) 

+CHR$< 2 >+CHR$< c f$< 2.* a9 >, 5 > 

T-* j ’’I* |/j H ■}".“! *"*i.1 C| 

7130 IF* bcloc< >g OR bcor^l THEN RETURN 
7140 IF bca9=0 THEN bca9=a9 : f $( 2.. a9 > : =LEF 
«T$< f$< 2, a9 >, 1 >+CHR*< 10 )+MID*< f *< 2, a9 >, 3 > 
GOTO 7160 

7100 f$< 2, a9 )=LEFT3ti 2 - a9 >, 1 >+CHR$< 1.1 > 

+MID*< f$< 2, a9 >, 3 > 

7160 f $< 2 .• a9 )=LEFT*< f *< 2.. a9 >.. 2 )+CHR$< 3 )+ 
UHR$'.‘ c MID$•!. t $•!. 2 .i . 3.9 b .> 

7170 RETURN 

7180 ** ****************** 

7190 REM ** Steal Object ** 

7 2 O 0 ‘ * * * * * * * * * * * * * * * * * * 

721 0 to 1 C 1 o , 2 j • ob : ““ 0 , ». o , 3 ) : ■3.9^oo .• 4 j : IF a 
9=to1 THEN RETURN 
7220 GOSUB 6760 

7230 IF fjSCC MI D$< f$< 2, to 1 > ,2,1 > X > 13 THE 
N RETURN 

7240 t & 2 , a9 -L.EF f t $ 2 , a9 .•*, 1 .t+uFIR#* 1 ;. lb 
+MI [•'$*•. f $•:. 2, a9 , d ) 

7250 RETURN 

7260 ■' * * * * * * * * * * * * * * * * 

7278 REM ** Kill Fl9ent ** 

7280 •’ **************** 

7290 a9=o<o,2 > : to1=o(o,3) 

7308 IF a9=to1 THEN RETURN 

7310 IF Mb IT n^T a9,4 .•‘‘•--M ijR H3L 1 -. Ti!$>'•. tol , 4 

>=0 THEN RETURN 

7320 c=flSC< r&< a9,1>> 

7330 IF fiSC< ti$< tol, 1 > >< >c THEN RETURN 
734 0 tol, 4 XUHR^ 0 .- 1 
7350 IF bta9=tol THEN bta9=0 
7360 IF bca9=toi THEN bca9=@ 

7370 IF schwa9-to1 THEN schwa9=0 

7380 LOCATE#1,2,y=PRINT#1,x$<to1>;" is e 

1 i m i via ted" 

7390 y=y+l 
7400 RETURN 

741 0 •’ ******************* 

7420 REM ** Switch Beacon ** 
******************* 


7430 


14) 

i'44G 

,;i. 9 

~=0'% 0 


7450 

IF 

ASC< 


7460 

IF 

bca- 

$( 1 

7470 

bo 

OY'i-O 


7480 

RETURN 


7490 


**: 


******************* 


7500 

REM ** Uhan9e 3 

tatus ** 

7510 

*********** 

******** 

7520 

a9=o( 0 ,2 ) : F’ 1--O'*. 

o,5> 

7530 

IF A SC* n$< a 9,4 ) 

>=0 THEN RETURN 

7540 

orank^ASU's ri$'-. a9 

,PI +1 )> 

7550 

erank-ASC^ n$< a9 

, 4~P L .•* 

7560 

IF e r a n k )• 0 r n k 

THEN RETURN 

7570 

Ti$( a9.* 4 >=CHR$< 0 

( 0 , 3 ) ) 

7580 

RETURN 


7590 

*********** 

************** 

7600 

REM **Hard Copy 

to Printer ** 

7610 

*********** 

************** 

7620 

PRINT#8,CHR$<13 

> : aX-8 

7630 

FOR k 2--5 TO 19 


7640 

FOR k1=11 TO 36 


7650 

LOCATE k1,k 2 


7660 

CALL copychar, @ 

a X 

76 70 

PR1NT#8,CHR$(aX 

j ; 

7680 

NEXT 


7690 

PRINT#8 


7700 

NEXT- 


7710 

7720 

RETURN 



0 REM ** Error TraPPin9 ** 
******************** 

LOCATE 1,24 : PR I NT ,! Error n , ERR ) M i v. LI 


7730 
7740 
7750 
NE ",' ERL 
7760 END 

7770 •’ ******************** 

7780 REM ** array> DATA ** 

7790 •* ******************** 

7800 RESTORE 7810 : FOR k=l TO 26 : READ z$ 
k>:NEXT:RETURN 


7818 

DfilR 

" y S >c! ci! tS S S -j'444S 1 S 1 

113: 

7820 

DH 1 fi 

"301243222112112343 

A £. 

7830 

DATA 

"210233232123221243 

213 

7840 

DATA 

"222022122122232221 

113 

7850 

DATA 

"243202232333343111 

221 

7860 

DATA 

" 23222011222343 t +221 

X d 

7870 

DATA 

"222121013112323231 

X X • J 

7880 

DA IA 

"323231104212324332 

334 

7890 

DATA 

" 22222334032222 11 -32 

212 

7900 

DA 1A 

"311132123012222342 

224 

7918 

DATA 

"312232113101213342 

O ;'.Z; 

7920 

DATA 

"423333222210113333 

432 

7930 

DATA 

"412334332221012334432 

7940 

DATA 

"412343223211103443 

433; 

7950 

DATA 

"221234341233230243 

213 

7960 

DATA 

"132212231333342021 

212 

7970 

DATA 

"344312333443344202 

331 

7930 

DH IA 

"133111122223433120 

i cLcL 

7990 

DA T A 

"132122232234442231 

013 

8008 

DATA 

"121123231233331132 

103 

8818 

DA IA 

"333313342432233212 

330 

8020 

DAT A 

"311334331222121233 

322i 

8030 

DATA 

"244211223334444211 

.“J S 1 

8040 

DATA 

"221133232123332242 

214; 

8050 

DATA 

"322324331321122223 

321 

8060 

DATA 

"233313341432232122 

321 ; 

8070 

* 


*** 

8080 

REM * 

* S c r •;? e Y i I.- o F’ !::* i v l a e l l 1 

Tie 1 

8090 



***: 

8100 

RES TO 

IRE 8160 


8110 

MEHOR 

:Y HI MEM-12 


8120 

coP y c 

:har=HIMEM+l 


8130 

FOR a 

, d d r e s sc o P y c h a r f u 

COP: 

8140 

READ 

byte : PuKE address,b 

j;i te 

8150 

NEXT 



8160 

DRTfi 

Gcd , t:60, C-:bb, y.:dd, C: 6 e 

j.‘;. {"•j i 

6 , CO i 

i , ii.yy, 

Sr; 9 


8170 

RETUF 

:n. 



84212' 


••i- a 
** 
=:** 


•j i 0 


















EGGS 



• BBC Bor ELECTRON 


Take control of the madcap Farmer Giles and 
make sure he doesn't end up with egg on his 
face. 

Collecting his hens'freshly laid eggs is no 
easy task. If he is not alert the eggs end up 
smashed on the floor, making a meal for the 
farm pig. 


Points are scored for every egg caught— 
and one lost for every egg dropped. 

Oh yes, watch out for the rotten eggs. Don't 
let them hit you. 

Control keys are Z—left, X—right and 
Return—jump. 

• Paul Dyer 


>LIST 

10 MODE 6 

20 VDU 23. 1.0;0;0;0: 

30 PROClnstr 

40 MODE 5 

50 VDU 23.1.0:0;0;0; 

60 PROCttl 

70 COLOUR 3 

80 ENVELOPE 1,2.2,-3.1.40,20.20.0.0, 
0,0.0,0 

90 ENVELOPE 2.1,2,-2,1.40,20,40.0,0, 
0,0,0,0 

100 ENVELOPE 3.1.100,10.-110,10,100,1 
10.0,0,0,0.0,0 

110 ENVELOPE 4,3,4,0,0,50.0.0.0,0.0.0 
.0,0 

120 ENVELOPE 5.3.-4,0.0.50.0,0,0.0.0. 
0.0. 0 

130 DIM HI(5).HIS(5) 

140 FOR H-l TO 5:HI(H)-((6-H)*(6-H))* 
10:HIS(H)-"FARMER GILES”:NEXT 
150 ON ERROR GOSUB 5920 
160 PROCprhl 
170 VDU 23. 1.0;0;0;0: 

180 SO-O:SCT-0:HO«1:TEC-0:TED-0:PROCs 
cr:PROChe*r 

190 PROCvar:PROCf1«:PROC1:PROChens 
200 LA-1:PROCflap:LA-5:PROCflap:EG-0 

210 TIME-0 

220 IF EG-1 THEN ED-18 

230 IF RO-1:IF J-0 AND (ROG + D-A THEN 
RE-1:COLOUR 2: PRINT TAB(ROG-l,27)” ";T 

AB(ROG,27):CHRS145:PROCend 

240 IF RO-1:IF J-0 AND ROG-A THEN RE= 
1: COLOUR 2: PRINT TAB( ROG-1.27 ) ” ”,*TAB(R 
OG,27):CHRS145:PROCend 

250 IF EG-1 AND A$«”1”:IF (ED>-UP) AN 
D (C-A) THEN RE»3iPROCend 

260 IF EG-1 AND At-”r”:IF (ED>*UP) AN 
D (C-A-l) THEN RE-3:PROCend 

270 IF INKEY(-98) THEN T-TIME:PROC1:T 
IME-T:GOTO 290 

280 IF INKEY(-67) THEN T-TIME:PROCr:T 
IME-T 

290 IF J-l:IF TIME>TJ+50 THEN T-TIME: 
TIME-T:PROCdown:J-0 

300 IF J-0:IF INKEY(-74) THEN T-TIME: 
PROCJump:J-l:TIME-T 

310 IF J-0 THEN IF (A>-PIA AND AC-PIA 
♦ 2) OR ( A+1>-PIA AND A+1C-PIA+2) : RE-5 : PR 
OCend 

320 IF RO-1:IF J-0 AND (ROG-A OR ROG- 
A+l) THEN RE-1:COLOUR 2:PRINT TAB(ROG,27 
) 5 " ”:TAB(ROG,27)CHR$145:PROCend 

330 IF J-0:IF INKEY(-74) THEN T-TIME: 
PROCJump:J-l:TIME-T 

340 IF J-0 THEN T-TIME:PROCslpd:TIME- 
T 

350 IF TIME>6000 THEN PROCnulv 
360 GCOL 0.0:TI-(TIME/10):MOVE 762-(T 
1/2),890:DRAW 762-(TI/2),920 

370 IF 300-(TIME/20)>45 AND 300-(TIME 
/20X50 THEN SOUND 1,3.230,8 

380 IF EG-1:IF ED>18.9 THEN PRINT TAB 
(C+l.ED-1)" " 

390 IF EG-1:IF ED>20 THEN PRINT TAB(C 
♦1,ED-2)” " 

400 IF EG-1:COLOUR 3:PRINT TAB(C+1,ED 
)CHR$145 

410 IF EG-0:EGG«RND(4):IF EGG-3 THEN 
T-TIME:EG-1:PROCflap:TIME-T:GOTO 220 

420 IF EG-0:FA-RND(8):IF FA-2 THEN T= 
TIME:PROCflap:PROCntch:TIME-T 

430 IF (EG-1) AND (A$-"1"):IF (A-C+l) 
AND (ED>-UP+1 AND EDCUP+2) THEN T-TIME: 
EGS-EGS+1:EG-0:SOUND 1,3.120,2:PRINT TAB 
(C+l.UP+1)" ”: PROCfalf: TIME-T 

440 IF (EG-1) AND (A$»"r"):IF (A-C) A 
ND (ED>-UP+1 AND EDCUP+2) THEN T-TIME: EG 
S-EGS+1:EG-0:SOUND 1.3.120.2:PRINT TAB(C 
♦1,UP+1)" PROCfart:TIME-T 


450 COLOUR 3:PRINT TAB(9-LEN (STRS(EG 

S) ).5)S EGS 

460 IF RO-O THEN IF HO<4:REG-RND(6):I 
F REG-1 THEN ROG=-l:RO=l 

470 IF RO-O THEN IF HO>3:REG-RND(4):I 
F REG-1 THEN ROG--l:RO-l 

480 IF RO-1 THEN IF ROG--1:ROG-ROG+1: 
GOTO 500 

490 IF RO-1 THEN PRINT TAB(ROG,27)” " 
:ROG-ROG+1:IF ROG>19 THEN ROG--1:RO-0 
500 IF RO-1 THEN COLOUR 2:PRINT TAB(R 
OG.27)CHRS145 
510 COLOUR 2 

520 IF RO-1:IF J-0 AND ROG-A THEN RE- 
1:COLOUR 2:PRINT TAB(ROG-1.27)CHR$145:PR 
OCend 

530 IF J-0 THEN IF (A>-PIA AND AC-PIA 
+ 2 ) OR (A+1>=PIA AND A+1C-PIA+2):RE-5:PR 
OCend 

540 COLOUR 3 

550 IF INKEY(-56) THEN T-TIME:REPEAT: 
PRINT TAB(14,7)”PAUSED”:UNTIL INKEY(-55) 
:TIME-T:PRINT TAB(14.7)” " 

560 IF INKEY(-17) THEN PRINT TAB(0,7) 
"QUITE”:SO-1:*FX 210,1 

570 IF INKEY(-82) THEN PRINT TAB(0,7) 
” ”:SO-O:*FX 210.0 

580 PGO-RND(3)sIF PGO=l:IF PG-0 THEN 
T-TIME:PROCchpi:TIME-T 

590 IF PG-1 AND BS-"1” THEN T-TIME:PR 
OCpllf:TIME-T 

600 IF PG-2 AND B$«”r” THEN T-TIME:PR 
OCplrt :TIME-T 

610 IF J-0 THEN IF (A>-PIA AND AC-PIA 
* 2 ) OR ( A-*-l> —PIA AND A+l<=PIA + 2 ) : RE-5 : PR 
OCend 

620 COLOUR 3 

630 IF EG-1 THEN ED-ED+ST:IF (ED>29~S 

T) THEN T-TIME: PROCsmash:EG-0:EGD-EGD+1: 
PRINT TAB (20-LEN (STRS(EGD)),5);EGD:PROC 
slpy: TIME-T 

640 IF EG-1 THEN GOTO 230 

650 GOTO 220 

660 END 

670 DEFPROCtt1 

680 VDU 5sGCOL 0,3:VDU 19.3.0:0;:MOVE 
0,32:PRINT "EGGS” 

690 VDU 23.128.0,0,0,0,0.56,60,28 
700 FOR Ll-4 TO 32 STEP 4 
710 FOR L2-0 TO 64*4 STEP 8 

720 IF POINT(L2,LI)-3 THEN GCOL 0 

.3:MOVE 340+(L2*2),955+Ll#2:PRINT CHRS12 
8:GCOL 0,1:MOVE 335+(L2*2),950+Ll*2:PRIN 
T CHRS128 

730 NEXT , 

740 GCOL 0,0:MOVE 0,32:PRINT "EGGS” 

:VDU 19.3.7:0;:VDU 4 
750 ENDPROC 

760 DEFPROCecr 

770 COLOUR 3:PRINT TAB(3.7)”HEN HOU 

SE 000";TAB(16-LEN (STRS HO).7)HO:COLOUR 
1:PRINT TAB(4,9)"TOTAL EGGS:":COLOUR 3: 
PRINT TAB(2,11)"IN BASKET 0000";TAB(17-L 
EN (STRS TEC),11)TEC;TAB(3,13)"DROPPED 0 
OOO";TAB(16-LEN (STRS TED),13)TED 

780 COLOUR 2:PRINT TAB(4,15)"SCORE 

00000";TAB(15-LEN (STRS SCT),15)SCT 

790 IF SO-O THEN FOR WA-50 TO 200 S 

TEP 2.5s SOUND 1,4.WA,1:NEXT ELSE FOR WA- 
0 TO 4000s NEXT 

800 VDU 28.0,30,19,5sCLS:VDU 26 

810 VDU 23,128,136,136,136.119.34,3 

4.34.221 

820 VDU 23.129.254,252,248,247.226, 

226.162.221 

830 VDU 23,130,255.191.159.127.39.3 

5.35.221 

840 FOR L3-5 TO 1 STEP -1 

850 COLOUR 129SCOLOUR 0:PRINT TAB 

(L3-1,9«-(5-L3) )CHRS129: STRINGS (19-( L3*2) 
.CHRS128);CHRS130 


860 NEXT 

870 COLOUR 129 s COLOUR 0 
880 PRINT TAB(19.25)CHRS129 

890 VDU 23,128,170,171.187.255.255. 

255.255.255 

900 COLOUR 128:COLOUR 2:PRINT TAB(0 
,29)STRINGS(20,CHRS128) 

910 VDU 23.128,253.247.52,52.52.52. 

247.253 

920 COLOUR 128 

930 COLOUR 3:PRINT TAB(6.8)CHRS128; 

" ";CHRS128 

940 COLOUR 1 SPRINT TAB(5,6)"_ 

950 COLOUR 129 s COLOUR 0:PRINT TAB(5 

,7)"HEN HOUSE":COLOUR 128 

960 COLOUR 3:PRINT TAB(0.5)"CAUGHT 

00 DROPPED 00" 


FOR L4-460 TO 760 STEP 4 
SOUND 1.3.(L4-450)/4,1 
IF L4<510 THEN GCOL 0,1 
IF L4>510 AND L4<570 THEN GCO 

IF L4>570 THEN GCOL 0,3 
MOVE L4,890:DRAW L4.920 
NEXT 
ENDPROC 
DEFPROChear 

VDU 23.128,170,170,127.127.63.3 


970 
980 
990 
1000 
L 0. 2 
1010 
1020 
1030 
1040 
1050 
1060 
1.15.3 

1070 VDU 23.129.165.165.255.255.255. 

255.255.255 

1080 VDU 23.130,85.85.254,254,252.24 

8,240,192 

1090 VDU 23,131.1,2.4,8,28.42.0.0 

1100 VDU 23.132,128,64,32.16.56,84,0 

. 0 

1110 
7 

1120 

129,66.195 
1130 
254,254 
1140 
7 

1150 VDU 23,137.231.255.255.255.126, 

255.255.255 

1160 VDU 23.138.254,252,252.248,240, 

32,224,224 


VDU 23.133.0,0,1,1,57.61,127.12 

VDU 23,134,126,255.153.189.255. 
95 

VDU 23.135.0.0.128.128,156.188. 
VDU 23.136,127.63.63.31.15,^.7. 


1170 

1180 

1190 

1200 

248,248 

1210 

1220 


VDU 23.139.126,60,60,24.0.0,0,0 
VDU 23,140.6,102,60.24,0,0,0,0 
VDU 23.141,0,0.1,1.9.13.31.31 
VDU 23.142,0.0,128,128,144.176, 


VDU 23.143.31.15.15.7.7.4,7.7 
VDU 23,144.248,240,240.224,224, 


32.224.224 


1230 

26 . 56,0 

1240 

1250 

1260 

1270 

1280 

1290 

1300 

1310 

1320 

1330 

1340 

Cm 

1350 

1360 

1370 

1380 

CHRS130 

1390 

;CHRS130 
1400 
132 
1410 


VDU 23.145.56,126,255.255.255.1 

ENDPROC 
DEFPROChens 
COLOUR 7 

IF HO-1 THEN CH-2 

IF HO-2 THEN CH-3 

IF HO-3 THEN CH-4 

IF HO>3 THEN CH-5 

IF CH-2 THEN PROClr 

IF CH-3 THEN PROClr: PROCni 

IF CH-4 THEN PROClr:PROCmlr 

IF CH-5 THEN PROClr:PROCmlr:PRO 

ENDPROC 
DEFPROClr 
COLOUR 2 

PRINT TAB(0,17)CHRS128;CHRS129 ; 
PRINT TAB(16,17)CHRS128;CHRS129 
PRINT TAB(0,18)CHRS131;" ";CHRS 
PRINT TAB(16,18)CHRS131:" ":CHR 








COLOUR 3 

PRINT TAB(0,15)CHR$133:CHR$134; 
PRINT TAB(0.16)CHR$136;CHR$137: 
PRINT TAB(l6,15)CHR$133:CHR$134 
PRINT TAB(16.16)CHR$136;CHR$137 


$132 
1420 
1430 
CHR$135 
1440 
CHR$138 
1450 

:CHR$135 
1460 
;CHR$138 

1470 VDU 5:GCOL 0,2:MOVE 68,520:PRIN 
T CHR$139:MOVE 1088,520:PRINT CHR$139:VD 
U 4 

1480 VDU 5:GCOL O.lsMOVE 68,554:PRIN 
T CHR$l40:MOVE 1088,554:PRINT CHR$140:VD 
U 4 

ENDPROC 
DEFPROCmlr 
COLOUR 2 

PRINT TAB(4,17)CHR$128;CHR$129: 


1490 
1500 
1510 
1520 
CHR$130 
1530 

;CHRS130 
1540 
132 
1550 
$132 
1560 
1570 
CHR$135 
1580 
CHR$138 
1590 

;CHR$138 
1600 
:CHR$135 

1610 VDU 5j QCOL 0,2:MOVE 320,520:PRI 

NT CHR$139s MOVE 838 , 520 :PRINT CHR$139:VD 
U 4 

1620 VDU 5:QCOL 0.1:MOVE 320.554:PRI 
NT CHR$140:MOVE 838.554:PRINT CHR$140:VD 
U 4 

ENDPROC 
DEFPROCm 
COLOUR 2 

PRINT TAB(8,17)CHR$128;CHR$129» 


PRINT TAB(12.17)CHR$128;CHR$129 
PRINT TAB(4,18)CHR$131;" ";CHR$ 
PRINT TAB <12, l8)CHR$13U " " • CHR 
COLOUR 3 

PRINT TAB(4,15)CHR$133;CHR$134; 
PRINT TAB<4,16)CHR$136jCHR$137; 
PRINT TAB(12,16)CHR$136;CHR$137 
PRINT TAB(12.15)CHR$133;CHR$134 


" TAB(A,UP+2)" ” 

2090 IF B-l THEN B«2:VDU 23,151.224. 

243.255.247.67.195.225.224:GOTO 2110 
2100 IF B-2 THEN B-1:VDU 23.151.224, 

224,224,224,64,192.224.224 
2110 IF A$-"r" THEN PROCf1«:A$-"l" 

2120 IF A>0 THEN A-A-l 

2130 PROCfalf 

2140 ENDPRO s C 

2150 DEFPROCfr* 

2160 VDU 23.146.15,31.255.169.9.15.1 

5 . 12 

2170 VDU 23.147.0.128.240.80.0.192.1 

92,0 

2180 VDU 23.148,15.6.7.7.15.15.15.15 

2190 VDU 23.149.0,0,0.0,0,192.252,22 

0 

2200 VDU 23.151.0,0.0.0,0,0,192,224 

2210 VDU 23.152.2,3.0,0.0,0,0,0 

2220 ENDPROC 

2230 DEFPROCfart 

2240 COLOUR 1 

2250 VDU 5:MOVE (((A)*2)*32)+24.((31 

-UP)*32)-32:GCOL 0,0:PRINT CHR$152:VDU 4 
2260 PRINT TAB(A,UP)CHR$l46;CHR$l47 

2270 PRINT TAB(A,UP+1)CHR$148;CHR$14 


2280 


PRINT TAB(A,UP«-2)CHR$150;CHR$15 


1630 

1640 

1650 

1660 

CHR$130 

1670 

132 

1680 

1690 

CHR$135 

1700 


PRINT TAB(8,18)CHR$131;" ";CHR$ 


COLOUR 3 

PRINT TAB<8,15)CHR$133:CHR$134; 


PRINT TAB(8.16)CHR$136;CHR$137: 


2290 VDU 5SMOVE ((A*2)*32)-6,16+(<31 
-UP)*32):GCOL 0.3:PRINT CHR$152:VDU 4 
2300 VDU 5sMOVE ((<A+l)*2)*32). ( ( 31- 
UP )*32)-32:GCOL 0,2:PRINT CHR$153:VDU 4 
2310 ENDPROC 

2320 DEFPROCr 

2330 PRINT TAB(A.UP)" ": TAB (A, UP+1 ) 
" " ; TAB ( A, UP+2 ) " " 

2340 IF B-l THEN B-2:VDU 23.150.7.19 
9.255.239.194,195,135.7:GOTO 2360 
2350 IF B-2 THEN B-l:VDU 23.150.7.7. 

7.7.2.3.7.7 

2360 IF A$-"l" THEN PROCfr*sA$-"r" 

2370 IF A<17 THEN A-A+l 

2380 PROCfart 

2390 ENDPROC 

2400 DEFPROCntch 

2410 IF HO-1 PROC1 

2420 IF HO-2 PROC2 

2430 IF HO-3 PROC3 

2440 IF HO>3 PROC4 

2450 ENDPROC 

2460 DEFPROCvar 

2470 A-10:B-2:HO-1:SO-O 


CHR$138 




2480 

A$-"l":LA-1 

1710 

VDU 5:QCOL 0 

,2:MOVE 

580,520:PRI 

2490 

EG-0:EGS-0 

NT CHR$139:VDU 4 



2500 

ST-.7:UP-26 

1720 

VDU 5:GCOL 0 

,1:MOVE 

580,554:PRI 

2510 

EGD-0 

NT CHR$140:VDU 4 



2520 

TEC-0:TED-0 

1730 

ENDPROC 



2530 

RO-O:ROG--1 

1740 

DEFPROCflap 



2540 

J-0:RE-0:SCT-0 

1750 

IF LA-1 THEN 

C-0 


2550 

Sl-0:S2-0:S3-0:S4-0:S5-0 

1760 

IF LA-2 THEN 

C-4 


2560 

PG-Q:PF-l:B$-"l":PIA-19 

1770 

IF LA-3 THEN 

C-8 


2570 

Sl-0:S2-0:S3*0:S4-0:S5-0 

1780 

IF LA-4 THEN 

C-12 


2580 

ENDPROC 

1790 

IF LA-5 THEN 

C-16 


2590 

DEFPROC1 

1800 

COLOUR 3 



2600 

CHI-RND(2) 

1810 

PRINT TAB(C, 

15)CHR$l41;TAB(C+2, 

2610 

IF CHI-1 THEN LA-1:ENDPROC 

15)CHR$142 



2620 

IF CHI-2 THEN LA-5:ENDPROC 

1820 

PRINT TAB(C, 

16)CHR$14 3 STAB(C + 2, 

2630 

ENDPROC 

16)CHR$144 



2640 

DEFPROC2 


1830 IF EG-1:SOUND 1.1.90,2:SOUND 1. 

2,30,1:SOUND 1,0.0.1:SOUND 1,1,90,2:SOUN 
D 1.2.30.1 

1840 IF EG-0: SOUND 1 , 1 , 80 . 2: SOUND 1, 

2,30,1: SOUND 1 . 0 , 0 . 1 :SOUND 1 , 1 , 80 , 2 :SOUN 
D 1.2,30.1 

1850 PRINT TAB(C,15)CHR$133;TAB(C+2, 

15) CHR$135 

i860 PRINT TAB(C,16)CHR$136;TAB( C+2, 

16) CHR$138 

1870 PROCntch 

1880 ENDPROC 

1890 DEFPROCfle 

1900 VDU 23.146,0,1,15.10.0,3.3.0 

1910 VDU 23.147.240,248,255.149.144. 

240,240.48 

1920 VDU 23.148,0,0.0,0,0,3.63.59 

1930 VDU 23.149.240.96.224,224,240,2 

40.240,240 


1940 
1950 
I960 
. 0 

1970 

1980 

1990 

2000 


VDU 23.150.0,0.0.0.0.0.3.7 
VDU 23.152.1.3.0.0,0.0,0.0 
VDU 23.153.8.8.127.127,62,62.28 


ENDPROC 
DEFPROCfalf 
COLOUR 1 

VDU 5:MOVE ((<A + l)*2)*32)-6. ( ( 3 
1-UP)*32)-32:GCOL 0.0:PRINT CHR$153:VDU 
4 

2010 PRINT TAB(A,UP)CHR$146;CHR$147 
2020 PRINT TAB(A,UP+1)CHR$148;CHR$14 


2030 


PRINT TAB(A.UP+2)CHR$150:CHR$15 


2040 VDU 5:MOVE ((A*2)*32)+24,16 +((3 
1_UP)*32):GCOL 0.3:PRINT CHR$152:VDU 4 
2050 VDU 5:MOVE <(A*2)*32)-6.(<31-UP 

)*32)-32:GCOL 0.2:PRINT CHR$153:VDU 4 
2060 ENDPROC 
2070 ^ DEFPROC1 

2080 * PRINT TAB ( A, UP) " " 5 TAB ( A. UP+ 1 ) 


2650 CHI«RND(3) 

2660 IF CHI-1 THEN LA-1:ENDPROC 

2670 IF CHI-2 THEN LA-3:ENDPROC 

2680 IF CHI-3 THEN LA-5:ENDPROC 

2690 ENDPROC 

2700 DEFPROC3 

2710 CHI-RND(4) 

2720 IF CHI-1 THEN LA-1:ENDPROC 

2730 IF CHI-2 THEN LA-2:ENDPROC 

2740 IF CHI-3 THEN LA-4:ENDPROC 

2750 IF CHI-4 THEN LA-5:ENDPROC 

2760 ENDPROC 

2770 DEFPROC4 

2780 CHI-RND(5) 

2790 IF CHI-1 THEN LA-1:ENDPROC 

2800 IF CHI-2 THEN LA-2:ENDPROC 

2810 IF CHI-3 THEN LA-3:ENDPROC 

2820 IF CHI-4 THEN LA-4:ENDPROC 

2830 IF CHI-5 THEN LA-5:ENDPROC 

2840 ENDPROC 

2850 DEFPROCnulv 

2860 IF EGS<EGD THEN RE-2:PROCend 

2870 VDU 28.0,30,19.4:CLS:VDU 26 
2880 TEC-TEC+EGS:TED-TED+EGD 

2890 SCT-SCT+ ( EGS-EGD ) + ( HO*10 ) 

2900 EGS-0:EGD-0 

2910 HO-HO+1 

2920 PROCscr 

2930 PROChe«r:PROChens 

2940 IF HO-2:LA-1:PROCflap:LA-3:PROC 

flap:LA-5:PROCflap:EG-0 
2950 IF HO-3:LA-1:PROCflap:LA-2:PROC 

flap:LA-4:PROCflap:LA-5:PROCflap:EG-0 
2960 IF HO>3:LA-1:PROCflap:LA-2:PROC 

flap:LA-3:PROCflap:LA-4:PROCflap:LA-5:PR 
OCflap:EG-0 
2970 FE-150 

2980 Sl-0:S2-0:S3-0:S4-0:S5*0 

2990 A = l6 : RO-O: ROG--1: PG-0: B$-"l" 

3000 PIA-19 

3010 IF J-l THEN J-0:UP«UP+2 


3020 VDU 23.151.224.224.224,224,64.1 
92.224.224 


3030 

PROCf1*:PROCfalf 


3040 

TIME-0 


3050 

IF HO>3 AND HO<8 

THEN ST-HO/6 

3060 

ENDPROC 


3070 

DEFPROCsmash 


3080 

PRINT TAB(C+l,28) 

" ";TAB(C+l,27 

3090 

MOVE ((C+l)*2)*32 

.98:GCOL 0,3:D 


RAW ( ( (C+l)*2)*32)+64.98:MOVE 10+(((C+1) 
*2)*32),102:GCOL 0,2:DRAW <((C+l)*2)*32) 
+44,102:DRAW (((C+l)*2)*32)+40.106:DRAW 
(((C+l)*2)*32)+20.106 
3100 SOUND 0.2.140,3 

3110 ENDPROC 

3120 DEFPROCend 

3130 VDU 28,0.30.19.5:CLS:VDU 26 

3140 TEC-TEC+EGS:TED-TED+EGD 

3150 SCT-SCT+(EGS-EGD) 

3160 COLOUR 3:PRINT TAB(3.7)"HEN HOU 

SE 000”;TAB(16-LEN (STR$ HO).7)HO:COLOUR 
1 SPRINT TAB<4.9)"TOTAL EGGS:":COLOUR 3: 
PRINT TAB(2,11)"IN BASKET 0000";TAB(17~L 
EN (STR$ TEC),11)TEC;TAB(3,13)"DROPPED 0 
000";TAB(16-LEN (STR$ TED),13)TED 
3170 COLOUR 2:PRINT TAB(4,15)"SCORE 

00000";TAB(15-LEN (STR$ SCT).15)SCT 


3180 

GAME" 

3190 

3200 

3210 

3220 

3230 

3240 

3250 


COLOUR 2:PRINT TAB(4,5)"END OF 


IF RE-1 THEN PROCreso 
IF RE-2 THEN PROCreat 
IF RE-3 THEN PROCresth 
IF RE-4 THEN PROCresf 
IF RE-5 THEN PROCresfi 
COLOUR 3 

IF SO-O THEN FOR WA-200 TO 50 S 
TEP -2.5:SOUND 1.5,WA,1:NEXT ELSE FOR WA 
-0 TO 4000 s NEXT 
3260 PROCchhl 

3270 VDU 28,0.30,19.3:CLSsVDU 26 
3280 GOTO 160 

3290 ENDPROC 

3300 DEFPROCJ ump 

3310 PRINT TAB(A,UP)" "JTAB(A.UP+1) 

" ":TAB(A.UP+2)" " 

3320 UP-UP-2 

3330 SOUND 1.4,150.6 

3340 IF (EG—1) AND (A$-"l")sIF (A-C+ 

1) AND (ED>-UP+1) THEN EGS-EGS+1SSOUND 1 
,3,120,2sEG-OsPRINT TAB(C+1,UP+1)" ":PRO 
Cfalf 

3350 IF (EG-1) AND (A$-"r"):IF (A-C) 

AND (ED>-UP+1) THEN EGS-EGS+1:SOUND 1,3 
.120,2sEG-OsPRINT TAB(C+l.UP+1)" "SPROCf 
art 

COLOUR 3 

PRINT TAB(9-LEN (STR$(EGS)),5)• 


IF A$ — 


3360 
3370 
EGS 
3380 
OCfart 
3390 
3400 
3410 
3420 
3430 

" ";TAB(A,UP+2) 

3440 
3450 
3460 
OCfart 


THEN PROCfalf ELSE PR 


TJ-TIME 

ENDPROC 

DEFPROCdown 

TJ-0 

PRINT TAB(A,UP)" ";TAB(A.UP+1) 


UP-UP+2 

SOUND 1.5.150,5 

IF A$-"l" THEN PROCfalf ELSE PR 


3470 

3480 

3490 

3500 
! f" 
3510 
3520 
3530 
ATCH" 
3540 

3550 

3560 

3570 

3580 

IT" 

3590 

AN" 

3600 

3610 

3620 

3630 

3640 

3650 

3660 

3670 

3680 

3690 

3700 

AN" 

3710 

3720 

3730 

3740 

3750 

3760 

3770 

3780 

3790 


ENDPROC 

DEFPROCreao 

PRINT TAB(2,21)"YOU WERE HIT BY 

PRINT TAB(1,23)"THE ROTTEN EGG! 

ENDPROC 

DEFPROCrast 

PRINT TAB(0.21)"YOU FAILED TO C 

PRINT TAB(2,23)"AS MANY EGGS AS 

PRINT TAB(3,25)"YOU DROPPED!!" 

ENDPROC 

DEFPROCreath 

PRINT TAB(1,21)"YOU HAVE BEEN H 

PRINT TAB(1,23)"ON THE HEAD BY 

PRINT TAB(7.25)"EGG!!" 

ENDPROC 

DEFPROCslpy 

IF Sl-0 AND C-0 THEN Sl-1 
IF S2-0 AND C-4 THEN S2-5 
IF S3-0 AND C-8 THEN S3-9 
IF S4-0 AND C-12 THEN S4-13 
IF S5-0 AND C-16 THEN S5-17 
ENDPROC 
DEFPROCree f 

PRINT TAB(1,21)"YOU SLIPPED ON 

PRINT TAB(4,23)"EGG YOLK!!!" 

ENDPROC 

DEFPROCslpd 

IF A$ ="1" THEN PROCall 
IF A$*"r" THEN PROCslr 
ENDPROC 
DEFPROCsll 

IF A-0 THEN PROCslr:ENDPROC 
IF A-Sl THEN RE-4:PROCend 





3800 IF A-S2 THEN RE=4:PROCend 

3810 IF A-S3 THEN RE=4:PROCend 

3820 IF A-S4 THEN RE-4:PROCend 

3830 IF A-S5 THEN RE=4:PROCend 

3840 ENDPROC 

3850 DEFPROCs1r 

3860 IF A+l-Sl THEN RE=4:PROCend 

3870 IF A-*-l =S2 THEN RE=4:PROCend 

3880 IF A-*-1 -S3 THEN RE-4:PROCend 

3890 IF A+1-S4 THEN RE-4:PROCend 

3900 IF A+1-S5 THEN RE-4:PROCend 

3910 ENDPROC 

3920 DEFPROCpl* 

3930 VDU 23.159.0.0.0.0.2.3.1.15 

39*10 VDU 23.154.0,0,0.3.15.159.255.2 

55 

3950 VDU 23.155.0,8.16.8,208,224.240 

. 240 

3960 VDU 23.156.57.249.255.255.30.0, 

1.1 

3970 VDU 23.157.255.255.255.255.207. 

192 . 128,128 

3980 VDU 23.158,240.240,240,224,224. 

1 192.192,192 

3990 VDU 23.160,3.1.0,0,0,0,0.0 

4000 ENDPROC 

4010 DEFPROCplIf 

4020 IF PF- 1 THEN PF=2:VDU 23.156.57 

.249.255.255.30.0.1.1:VDU 23.157.255.255 
.255.255.207.192.128.128:VDU 23.158.240, 
240,240.224.224.192,192.192:GOTO 4040 
4030 IF PF-2 THEN PF-1:VDU 23.156,57 

.249,255.231.30.0,0,0:VDU 23.157,255.255 
.255.255.207.192.97.97:VDU 23,158.240,24 
0,240.224.192.192.128,128 
4040 IF PIA>17 THEN PRINT TAB(l8.27) 

" TAB(17.28)” " 

4050 IF PIA<19 THEN PRINT TAB(PIA,27 

)" ";TAB(PIA,28)” " 

4060 COLOUR 1 

4070 IF PIA< = PD THEN BS="r" : PG-2 : PRO 
Cprg:ENDPROC 

4080 IF AS»"1" THEN PROCfalf 

4090 IF A$«"r" THEN PROCfart 

4100 IF PIA-20 THEN PIA-PIA-1:PRINT 

TAB(PIA.27)CHR$159;TAB(PIA,28)CHR#156 
4110 IF PIA-19 THEN PIA-PIA-1:PRINT 

TAB(PIA,27)CHR$159:CHRS154;TAB(PIA,28)CH 
RS156;CHRS157 

4120 IF PIA-18 THEN PIA-PIA-1:PRINT 

TAB(PIA,27)CHR$159:CHR$154;CHR$155: TAB(P 
IA.28)CHRtl56;CHR$157:CHR$158:GOTO 4140 
4130 IF PIA<18 THEN PIA-PIA-1:PRINT 

TAB(PIA,27)CHRS159;CHRS154;CHRS155:TAB(P 
IA.28)CHR$156;CHR$157;CHR$158 
4140 VDU 5:MOVE ((PIA*2)*32)-4.(3*32 

) +28:GCOL 0,3:PRINT CHR*l60:VDU 4 
4150 IF PIA—SI THEN Sl-0 

4160 IF PIA-S2 THEN S2-0 

4170 IF PIA-S3 THEN S3-0 

4180 IF PIA-S4 THEN S4-0 

4190 IF PIA-17 AND S5<>0 THEN S5-0 

4200 ENDPROC 

4210 DEFPROCpr* 

4220 VDU 23.159.0,16,8,16.11.7.15.15 

4230 VDU 23.154.0.0.0.192.240.249.25 

5.255 

4240 VDU 23.155.0,0,0,0,64,192.128.2 

40 

4250 VDU 23.156.15.15.15.7.7.3.3.3 

4260 VDU 23.157.255.255.255.255.243. 

3.1.1 

4270 VDU 23.158,156.159.255.255.120, 

0,128,128 

4280 VDU 23.160.3,2,0,0,0,0,0.0 

4290 ENDPROC 

4300 DEFPROCplrt 

4310 IF PIAC18 THEN PRINT TAB(PIA,27 

)" ";TAB(PIA.28)” " 

4320 IF PIA-18 THEN PRINT TAB(PIA,27 

) " ";TAB(PIA.28)" " 

4330 IF PIA-19 THEN PRINT TAB(PIA,27 

)" ”; TAB ( PIA, 28 ) " " 

4340 IF PIA<18 THEN VDU 5:MOVE (((PI 

A+2)*2)*32)-38, (3*32)+ 32: GCOL 0.0: PRINT 
CHRS160:VDU 4 

4350 IF A#«"l" THEN PROCfalf 

4360 IF AS-"r" THEN PROCfart 

4370 IF PIA>18 THEN BS-"1": PG-0 : ENDP 

ROC 

4380 IF PF-1 THEN PF-2:VDU 23.156.15 

.15.15.7.7,3.3.3:VDU 23.157.255.255.255. 
255.243.3.1.1:VDU 23.158.156,159.255.255 
.120,0,128,128:GOTO 4400 
4390 IF PF-2 THEN PF-1:VDU 23.156,15 

.15.15.7.3.3.1.1:VDU 23.157.255.255.255. 
255.243.3.134,134:VDU 23.158.156,159.255 
.231.120.0.0.0 
4400 COLOUR 1 

4410 IF PIA-18 THEN PIA-PIA+1:PRINT 

TAB(PIA,27)CHRS159; TAB(PIA,28)CHR$156 
4420 IF PIA-17 THEN PIA-PIA+1:PRINT 

TAB(PIA.27)CHR$159:CHR$154;TAB(PIA.28)CH 
RS156;CHRS157 

4430 IF PIA-16 THEN PIA-PIA+l:PRINT 

TAB(PIA, 27)CHR$159•CHR$154;CHR$155;TAB(P 
IA.28)CHR$156;CHRS157;CHR$158 
4440 IF PIA<l6 THEN PIA-PIA+1:PRINT 

TAB(PIA, 27)CHR$159:CHRS154;CHR$155:TAB(P 
IA.28)CHRS156;CHR*157:CHRS158 


4450 

IF PIAC18 THEN VDU 5:MOVE (((PI 

A+2)*2)*32)-38,(3*32)+28:GCOL 0,3:PRINT 

CHR$l60: 

VDU 4 

4460 

IF PIA-S1 THEN Sl-0 

4470 

IF PIA-S2 THEN S2-0 

4480 

IF PIA-S3 THEN S3=0 

4490 

IF PIA-S4 THEN S4-0 

4500 

ENDPROC 

4510 

DEFPROCchpi 

4520 

IF (Sl-0) AND (S2-0) AND (S3-0) 

AND (S4 

=0) AND (S5-0) THEN PG-0:ENDPROC 

4530 

IF S1>0 THEN PD-S1:GOTO 4580 

4540 

IF S2>0 THEN PD-S2.-GOTO 4580 

4550 

IF S3>0 THEN PD-S3:GOTO 4580 

4560 

IF S4>0 THEN PD=S4:GOTO 4580 

4570 

IF S5>0 THEN PD-S5 

4580 

PG — 1 

4590 

PROCpl* 

4600 

PIA-19:PF-1:B$="l" 

4610 

ENDPROC 

4620 

DEFPROCresfi 

4630 

PRINT TAB(3,21)"YOU HAVE BEEN" 

4640 

PRINT TAB(0,23)"BITTEN BY THE P 

IG! f " 

4650 

ENDPROC 

4660 

DEFPROCprhi 

4670 

COLOUR 1 

4680 

PRINT TAB(3,4)"TOP FARMERS!!" 

4690 

COLOUR 3 

4700 

FOR H—1 TO 5:SOUND 1,RND(3)+2.1 

40,3:PRINT TAB(0,3 + (H*4));HI(H);TAB(8,3+ 

(H*4));HI$(H):NEXT 

4710 

COLOUR 1:VDU 19.2,5;0;:PRINT TA 

B(l.27)" 

ESCAPE FOR INFO OR":COLOUR 2:PRI 

NT TAB(0 

,29)"PRESS SPACE TO START" 

4720 

REPEAT:UNTIL INKEY(-99) 

4730 

VDU 28,0,30,19.4:CLS:VDU 26 

4740 

VDU 19.2.3:0s 

4750 

ENDPROC 

4760 

DEFPROCchhi 

4770 

VDU 28,0,30.19.19:CLS:VDU 26 

4780 

H—1 

4790 

IF SCT>HI(H) THEN GOTO 4810 ELS 

E H-H+l: 

IF H-6 THEN ENDPROC 

4800 

GOTO 4790 

4810 

IF H-l THEN PROChil 

4820 

IF H-2 THEN PROChi2 

4830 

IF H-3 THEN PROChi3 

4840 

IF H-4 THEN PROChi4 

4850 

IF H-5 THEN PROChi5 

4860 

GOTO 160 

4870 

DEFPROChil 

4880 

HI( 5 )-HI(4) 

4890 

HI(4)-HI(3) 

4900 

HI(3)-HI(2) 

4910 

HI( 2 )-HI( 1 ) 

4920 

HI$(5)-HI$(4) 

4930 

HI$(4)-HIS(3) 

4940 

HIS(3)«HI#(2) 

4950 

HI#(2)=HI#(1) 

4960 

HI(1)-SCT 

4970 

COLOUR 1 

4980 

PRINT TAB(3.21)"YOUR SCORE WAS" 

4990 

PRINT TAB(1,23)"RANKED NUMBER 

ONE" 

5000 

HI#(1)*"" 

5010 

PROCtpln 

5020 

HI$(1)—HI$ 

5030 

ENDPROC 

5040 

DEFPROChi2 

5050 

HI(5)-HI(4) 

5060 

HI(4)-HI(3) 

5070 

HI(3)-HI(2) 

5080 

HIS(5)-HI#(4) 

5090 

HIS(4)-HIS(3) 

5100 

HIS(3)-HIS(2) 

5110 

HI(2)—SCT 

5120 

COLOUR 1 

5130 

PRINT TAB(3.21)"YOUR SCORE WAS" 

5140 

PRINT TAB(1,23)"RANKED NUMBER 

TWO" 

5150 

HIS(2 ) —"" 

5160 

PROCtpln 

5170 

HIS(2)-HIS 

5180 

ENDPROC 

5190 

DEFPROChi3 

5200 

HI(5)-HI(4) 

5210 

HI(4)-HI(3) 

5220 

HIS(5)-HIS(4) 

5230 

HIS(4)-HIS(3) 

5240 

HI(3)-SCT 

5250 

COLOUR 1 

5260 

PRINT TAB(3,21)"YOUR SCORE WAS" 

5270 

PRINT TAB(0,23)"RANKED NUMBER 

THREE" 

5280 

HIS(3)-"" 

5290 

PROCtpln 

5300 

HIS(3)-HIS 

5310 

ENDPROC 

5320 

DEFPROChi4 

5330 

HI(5)-HI(4) 

5340 

HIS(5)-HIS(4) 

5350 

HI(4)-SCT 

5360 

COLOUR 1 

5370 

PRINT TAB(3.21)"YOUR SCORE WAS" 

5380 

PRINT TAB(1,23)"RANKED NUMBER F 

OUR" 

5390 

HIS(4)-"" 

5400 

PROCtpln 

5410 

HIS(4)-HIS 


5420 
5430 
5440 
5450 
5460 
5470 
IVE" 
5480 
5490 
5500 
5510 
5520 
5530 
5540 
5550 
ME ! " 
5560 
5570 
5580 
5590 
5600 
5610 
5620 
5630 
5640 


ENDPROC 
DEFPROChi5 
HI(5)-SCT 
COLOUR 1 

PRINT TAB(3.21)"YOUR SCORE WAS" 
PRINT TAB(1.23)"RANKED NUMBER F 

HIS(5)="" 

PROCtpln 

HI$(5)=HI$ 

ENDPROC 

ENDPROC 

DEFPROCtpin 

HIS-"" 

PRINT TAB(1.25)"TYPE IN YOUR NA 


COLOUR 3 

PRINT TAB(4,29)"« 
CHR-1 


*FX 15 
G-GET 
*FX 15 

SOUND 1.3.RND(255).1 
COLOUR RND(3) 

IF CHR>1 AND G-127 THEN CHR-CHR 
PRINT TAB(3 + CHR,29)".•":HIS-MIDS(HIS, 
0,(LEN HIS)-1):GOTO 5600 
5650 IF G-13 THEN VDU 28,0,30.19.3:0 
LS:VDU 26:ENDPROC 


5660 
5670 
5680 
29)"." 
5690 
5700 


HIS-HIS+CHRS G 

PRINT TAB(3+CHR,29)CHRSG 

IF CHR<12 THEN PRINT TAB(4+CHR, 


CHR-CHR+1 

IF CHR-13 THEN REPEAT:G-GET:UNT 
IL (G-13) OR (G-127) 

5710 SOUND 1.3.RND(255).4 

5720 IF G-13 THEN VDU 28,0,30,19.3:0 

LS:VDU 26:ENDPROC 

5730 IF G-127 THEN CHR-CHR-1:PRINT T 
AB(3+CHR.29)".":HIS-MIDS(HIS.0,(LEN HIS) 
-1):GOTO 5600 
5740 GOTO 5600 

5750 DEFPROCinstr 

5760 PRINT TAB(11,1)"EGGS by Paul Dy 

er for the 32k ELECTRON 

OR BBC" 

5770 PRINT »" CATCH A FALLING EGG A 

ND PUT IT IN YOURBASKET.Thats the whole 
idea of this same.Above the ground will 
be a number ofnests,depending on the 
screen you are on,and you must catch fal 
lin* eggs in yourbasket as they drop." 

5780 PRINT " To warn you if an egg 

is about to belayed the chicken will 
cluck.There aretwo types of cluck and o 
nly one slgnalslaying.Now to the hazard 
s.A rotten eggfloats past and this mus 
t be avoided at"; 

5790 PRINT "all costs,falling eggs d 
o no good to youexept in a basket.Missed 
eggs will smashon the floor leaving a s 
lippery mess tobe avoided.A large pi* w 
ill appear when"; 

58OO PRINT "an e** is dropped to rem 
ove the mess.buthe is not all good so at 
eer clear.Lastlyif you do not collect a 
s many (if notmore) eggs than you dro 
p the game willend.you only have one f 
armer.so use him"; 

5810 AX-INKEY(5000) 

5820 PRINT "well.At the top of the s 
creen is a multicoloured bar which repre 
sents the amountof feed the hens have 
left.Four noteswill warn that it is low 
.When it has allbeen used the screen wil 
1 clear to showcurrent score and level" 

5830 AX-INKEY(200) 

5840 PRINT ".after which thenext sc 
reen will appear and be evenharder 
than the previous screen." 

5850 AX-INKEY(200) 

5860 PRINT " 1 point is scored for 

a caught egg andl point lost for an egg 

dropped.A bonusis scored for each compl 
eted screen.Moveyour farmer to the left 
with the Z key.right with the X key an 
d dump with theRETURN key." 

5870 AX-INKEY(200) 

5880 PRINT " Last of all the sound 

can be switchedoff with the Q key and o 
n with the S key.And if you need to paus 
e the same pressthe P key and restart wi 
th the O key." 

5890 AX—INKEY(200) 

5900 PRINT * »".Press ANY key 

to move on." 

5910 IF GET ENDPROC 

5920 REM ERROR PROCEDURE 

5930 IF ERR017 THEN GOTO 5970 

5940 MODE 6:VDU 23.1.0;0;0;0;:PROCin 
str 

5950 MODE 5:VDU 23.1.O;0;0;0;:PROCtt 

1 

5960 RETURN 

5970 MODE 6 

5980 PRINT 

ERL 

5990 VDU 23.1.1;0:0;0; 

6000 END 


' : REPORT:PRINT 
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• Spectrum 16K 


1 REM 1985 Mark Tuck 

REM tiny vid)variab1es ttrue 


vid> 


5 GO SUB 9000: DIM h<3>: DIM h*<3,6): LET h=180: LET h(l)=60: LET h(2)=60: LE 
T h (3> =60: LET h* (1) ="mark": LET h* (2)-“mark": LET h* <3> «=“mark " 

6 LET ml="mark" 

10 LET tt=0: LET tm=0: LET c = l 
25 LET m=0: LET t=0 

30 BORDER 7: INK O: PAPER 7: CLS : LET f=0 

35 PRINT AT 0,0; PAPER 6; “COURSE: "; c; AT O, 13;h(c);“ secs by ";h*(c> 

40 LET w=11—c: LET a=10: PRINT AT 9,a; INK 3;“E";AT 9,a+l; INK O; PAPER 5;” ST 
ART";TAB a+w; INK 3: PAPER 7;"E": FOR e=10 TO 20: PRINT AT e,a; INK 3;“E";AT e,a 
+w; INK 3;"E": NEXT e 

45 LET b=0: LET x = 14: LET xl=x: PRINT AT 10,x;"A"?AT ll,x;"B": PAUSE O 

49 REM {inv vid>m ain loop ttrue vid> 

50 POKE 23692,255 

55 IF INKEY*="n“ THEN LET 1*»"D": LET x=x-l: LET t=t+.2: GO TO 70 

60 IF INKEY*="m" THEN LET 1*="C": LET x=x+l* LET t»t+.2: 60 TO 70 

65 LET 1*="B" 

70 LET j=INT (RND*2): LET k=INT (RND*3) . 

75 LET a=a-(j = 1 AND a>l)+(j=0 AND a<21> 

80 LET b=b- (k=2 AND b>l)+(k=0 AND b<10) 

85 IF ATTR <12,x><>56 OR ATTR (11,x)<>56 THEN GO TO 200 
90 PRINT AT 10,x 1; " ";AT U,xl|" " 

95 PRINT INK 0;AT ll,x;"A";AT 12,x;l*: LET xl«x 
lOO IF m>l10 AND f=0 THEN LET f-1: PRINT AT 21,a; INK 3;"E";AT 21,a+l; PAPER 5 
; INK O;" FINISH";TAB a+w; PAPER 7; INK 3;"E": GO TO 130 
105 PRINT AT 21,a; INK 3;"E";AT 21,a+w;"E": LET po«a+INT (w/2)+INT <RND*5)-2 
107 LET rn=RND*10: IF rn>9.5 THEN PRINT AT 21,po; INK 2;"N": GO TO 130 


INK 4;AT 21,po;"F" 

INK 1;AT 21,po;"G" 

INK 4;AT 21,po;"FF" 

INK 3;AT 20,po;"H";AT 21,po;"I. M 


“;AT 11,x1;" ";AT ll,x;"A“;AT 12,x 


LET t=t—(lO+INT <RN 


LET t=t— < 10+INT (RN 


110 IF b=2 THEN PRINT 
115 IF b=7 THEN PRINT 
120 IF b=3 THEN PRINT 
125 IF b=8 THEN PRINT 
130 PRINT 

180 LET m=m+l: LET t=t+.3 
190 GO TO 50 

199 REM tinv vidl soreethinq hit {true vid> 

200 IF ATTR (12,x)=40 THEN PRINT AT 10,xl;" 

;"B": GO TO 300 

205 IF ATTR <12,x>=58 THEN BEEP .05,10: PRINT AT 12,x;" 

D*10))/10: GO TO 85 

210 IF ATTR (11,x)—58 THEN BEEP .05,10: PRINT AT 11, x ; " 

D*10))/10: GO TO 85 
215 PRINT AT ll,xl;“ "; AT 10,xl;" " 

220 PRINT AT ll,x;"L";AT 12,x;"M“ 

225 FOR f=20 TO O STEP -1: BEEP .01,f: NEXT f 
230 PRINT AT 12,x;"K";AT ll,x;"J" 

235 LET tm=tm+m: FOR f=0 TO 500: NEXT f 
240 IF c<3 THEN LET c=c+l: GO TO 25 
245 GO TO 6000 

299 REM tinv vid>e nd course Ctrue vid> 

300 FOR a=0 TO 3: FOR f=0 TO 20: BEEP .02,f: NEXT f: NEXT a 

305 LET tm=tm+m: LET tt=tt+t: PRINT AT 2,6; PAPER 6;" TIME: ";t;" seconds “ 

310 FOR f=0 TO 500: NEXT f 
3000 PAPER O: BORDER O: CLS : INK 7 

3005 PRINT AT 5,3; INK 6;"Your time was ";t;" seconds" 

3010 IF t<h(c> THEN LET h(c)=t: PRINT AT 9,0; INK 6;"You've beaten the course r 
ecord.";AT 21,0; PAPER 7; INK O;"ENTER name (maximum 6 letters)- "« INPUT h*(c): 
IF LEN h*(c)>6 THEN GO TO 3010 

3015 PRINT AT 13,2; INK 5;"Course record is “;h(c>;“ seconds";AT 15,12;“by ";h*( 
c) 

3025 FOR k=0 TO 31 STEP 2: PRINT AT 18,k; INK 4;"F“: NEXT k 

3030 PRINT AT 21,0; PAPER 6; INK O;“ PRESS ANY KEY FOR NEXT COURSE ": PAUSE O 
3035 IF c=3 THEN GO TO 4000 
3040 GO TO 240 

4000 IF tm<360 THEN GO TO 6000 

4999 REM {inv vid>c up and tune ttrue vid> 


As the winter sports season hits 
its peak, C+ VG presents Ski 
Master to improve your skills on 
the slippery slopes. 

Using the M and N keys you 
must control the skier on his 
downward path, avoiding flags, 
trees, rocks and snowmen. The 
straighter you ski, the faster 
your time. Collecting the various 
clocks on the route will also 
boost your time. 

All underlined text represents 
graphics and so[inv vid] 

=inverse video,A = user- 
defined graphic ‘ a ' and sh7 
=SHIFT +graphic / 7'. 

Note line 5015 contains five 
characters of normal Spectrum 
undeer ine (SYM SHIFT+'O'). 

• Made Tuck 


5000 BORDER O: PAPER O: INK 5: CLS : PRINT AT 1,9; FLASH 1;"CONGRATULATIONS"; FL 
ASH O 

5005 INK 6: PRINT AT 3,16; INK 6;"0";AT 3,16; OVER 1;"_" 

5010 PRINT AT 4.15; " sh2sh8sh 1 **; AT 5.14;" {inv vid>sh3sh3sh3sh3sh3{true vid> " 

5015 PRINT AT 5,14; OVER 1;"_";AT 6.12;” 4sh47{inv vid> lst {true vid>sh47sh7 "; 

AT 7.12;" 5sh71sh8sh8sh824sh5 ";AT 8.13;" 7sh3sh8sh8sh8sh3sh4 ";AT 9.15;" 5sh8sh5 ";AT 
IQ.16;" sh8 ";AT 11,16;"sh8";AT 12.14;" sh3sh2sh8shlsh3 " 

5020 PRINT AT 14,0; INK 4;"You've completed all 3 ski runs,“;AT 16,0;"in a total 
time of ";tt; M seconds" 

5025 RESTORE 5030: FOR x=l TO 22: READ b,a: BEEP a/10,b: NEXT x 

5030 DATA O, 3, 2, 3, 4,3,5, 5, O, 6, 5, 3, 4,3,5, 3, 7,5, 2, 6 

5031 DATA 5,3,4.3,5,3,9,3.5,7,1.5,7,4,5,3,5,3,4,3,2,4,4,4,5,16 
5035 IF tt>=h THEN GO TO 5050 

5040 LET h=tt: PRINT AT 18,0; INK 4;“which makes you the SKI MASTER 1 " 

5045 PRINT AT 21,0; PAPER 7; INK O;“ENTER name (maximum 6 letters)- "; INPUT m*: 
IF LEN m*>6 THEN GO TO 5045 

5050 PRINT AT 21,0; PAPER 5; INK O;" PRESS ANY KEY FOR HIGH SCORES ": PAUSE O 

5999 REM liny vidl score table Ctrue vid> 

6000 BORDER 4: CLS : PRINT AT 1,3;"Your ski rating is "; BRIGHT 1;INT (tm*100/36 
O) ; " ’/."; BRIGHT 0;AT 4,9; "COURSE RECORDS-": FOR f = l TO 3: PRINT AT f *2+4,3;f; ". . 
.";h(f>;" seconds by ";h*(f>: NEXT f 

6005 PRINT AT 15,7;"SKI MASTER is "; FLASH l;m«; FLASH 0*'"with total time of “ 
;h;" seconds" 

6010 PRINT AT 21,0; PAPER 4; “ PRESS ANY KEY FOR ANOTHER RUN": PAUSE 0: GO TO 10 

8999 REM (inv vid)q raphics (true vid> 

9000 CLS : PRINT AT 5,9; FLASH 1;"ST0P THE TAPE": PAUSE 250 

9005 RESTORE 9010* FOR g=USR "a" TO USR "n"+7: READ x: POKE g,x: NEXT g 

9010 DATA 24,153,66,189,153,153,153,189,36,36,52,20,28,36,66,129 

9015 DATA 36,36,180,108,36,18,9,4,36,36,45,54,36,72,144,32 

9020 DATA 32,60,62,63,32,32,32,32,8,8,28,8,62,8,127,8 

9025 DATA 28,34,65,129,129,129,66,60,62,127,34,20,170,226,62,65 

9030 DATA 137,129,137,129,137,129,129,255,4,9,17,33,97,167,37,37 

9035 DATA 60,152,152,255,0,252,0,63,18,5,69,169,166,64,28,34 

9040 DATA 34,146,12,96,146,149,101,2,60,66,129,143,145,145,66,60 

9099 REM (inv vid> introduction ttrue vid> 

9100 CLS * PRINT AT 0,10; PAPER 6;" SKI MASTER ": FOR q=0 TO 8 STEP 2: PRINT AT 
O.q: INK 4; PAPER 7;"F“;AT 0,q+23;"F": NEXT q 

9105 PRINT AT 3,1;"Ski straight and pick up clocks"*AT 5,1;"for a fast time. Wat 
ch out for";AT 7,3;“trees, rocks and snowmen !" 

9110 PRINT AT 11,3;"Can you complete all three“;AT 13,O;"courses to become the S 
KI MASTER“;AT 17,0;“Keys: N'-ski left M'-ski right" 

9115 PRINT #0;AT 0,0; PAPER 5;'" PRESS ANY KEY TO BEGIN 

9120 PAUSE O: RETURN 
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RECCONAISANCE 



• QL 


bottom and would emerge at C2. 

Entry at C4 would mean exit at B5 and so 
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Recconaisance is a contrast to the usual 
shoot-em-up, high speed arcade games. It is 
a game which requires ingenuity, care and 
intelligence to successfully complete and can 
also be extremely addictive. 

The basic aim is simple. You are a member 
of an elite corps whose assignment is to 
establish the precise location of four high 
explosive ordnance stores within an enemy 
camp prior to a bombing raid. You cannot 
gain admittance to the camp and so can only 
prowl about the perimeter. 

You have divided the enemy camp into an 
8x8 grid and it is this grid which forms the 
basis of your strategy. Each side is denoted 
by a letter. A— D and each grid square by 
numbers across the bottom and the top. 

You cannot see into the camp as your 
survey will take place at night. The one item 
of equipment you have with you is a maser 
rifle which projects a coherent beam of 
microwave radiation. Around the primeter 
of the camp, which is thoughtfully square, 
you have placed, at equal intervals, small 
reflective discs which are wired to your 
maser computer, these discs being identified 
as numbers on the sides (fig. 1). 

The method of determining the precise 
location of each ordnance dump is as 
follows: positioning your rifle at the first 
co-ordinate you fire a shot. The entry 
position is shown in the window on the left of 
the screen e.g. A1. This is followed 
immediately by the exit co-ordinate which is 
itself determined from the route taken by the 
maser beam after being fired. 

Fig. 2 shows this more clearly. Here it can 
be seen that an "invisible" ordnance store is 
centred on 3,4. Because of its size, each 
"store" overlaps into the surrounding eight 
squares and firing a beam into any of the 
eight squares will produce a different exit 
co-ordinate. The way it works is this: 

A beam entering at A2 (top left) hits the 
store at 2,3, is reflected at right angles to the 
left and emerges at D3. The display in the left 
hand window would read 'A2: D3'. 

A shot entering at D5 is reflected to the 


However, a direct hit, i.e. entry from A3, B4, 
C3 or D4 would lead to the message 
"absorbed' being displayed. 

From this information it can be deduced 
that a store exists centred on 3,4. Hah! 
Obvious, you might think. But what if a 
second store exists with its centre on the next 
but one square as shown in fig. 3? The 'store' 
on 5,4 is contiguous with the one on 3,4 
therefore reflecting the beam straight back 
outatA4. 

Even more sneaky, if another "store" were 
positioned at 7,7 then a beam entering at B5 
would bounce at right angles downwards 
where, at 6,6 it would encounter the top left 
of the third 'store' and be reflected yet again 
through ninety degrees bringing the beam 
back to its original path but displaced by one 
row downward. 

For that manoeu ver the display would 
read: B5 (entry): D6 (exit). 

If a beam were aimed from C6 then, as it 
encountered an obstruction so close to the 
point of origin, it would re-emerge at the 
same point... 

Since the game uses a total of four 
"stores", the possible combinations are truly 
mind boggling. Surprisingly, it's not that 
difficult when you've become used to it! 

For each "shot" your score increases by 
one and the aim is to complete the game with 
the fewest possible tries. When you think 
you've located every single store you press 
<ESC> and a small prompt appears in the 
window below the grid asking for, first, the x 
co-ordinate and them the y co-ordinate of 
each of the four "stores". If you have it right 
then congratulations are offered but a 
wrong guess simply tells you you're wrong 
but does not specify how! Thus you are left to 
try and eliminate the possibilities. 

The game does not allow you to try the 
same (or a reverse) co-ordinate twice; 
therefore a pencil is a very useful adjunct 
when playing this. 

The screen display is organised into four 
windows, the largest of which holds the Grid 
plan and looks like figure 4. You are 


Fig. 1 



1 


Fig. 3 
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represented by a turtle graphics arrow 
which has a handy advantage over a line 
drawn figure. The turtle draws the arrow in a 
series of four movements (fig. 5) and the 
arrow will appear pointing the way in which 
the turtle is aimed. 

Lines 1170to 1290 draw the arrow and the 
direction is set by the procedure "Gun" 

(1080to 1120) which in turn calls three 
functions, Gun_x, Gun_y and Gun_r which 


Fig. 1 


1 2 3 4 5 6 7 8 



return the x and y position and the initial 
rotation. 

The program uses windows, circles, blocks, 
filled shapes and turtles. In addition,the not 
incosiderable calculating and data 
manipulation power of the QL is used 
extensively. 

Happy spying! 

• Ian Kennedy, Ian WiNiams and Steven 
Hollywood 
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RECCONAISANCE 






100 REHark 



1070 REHark 


1990 

REH 

110 REHark 



1080 DEFine PROCedure gun(pos,c) 


2000 

DEF 

120 REHark 



1090 POINTibox,gun_x(pos),gun_y(pos) 


2010 

IF i 

130 REHark 



1100 TURNTO#box,gun_r(pos) 


2020 

II 

140 REHark 



1110 arrow(c) 


2030 

mi 

ISO REHark 



1120 END DEFine gun 


2040 

El 

160 REHark 



1130 REHark 


2050 

El 

170 REHark 



1140 REHark **** This one is uses the turtle graphics to draw 

an arrow 

2060 

Rl 

180 REHark 



1150 REHark **** of colour (col) 


2070 

END 

190 REHark 



1160 REHark 


2080 

gom 

200 REHark 



1170 DEFine PROCedure arrow(col) 


2090 

sidi 

210 REHark 



1180 INKibox,col 


2100 

PRII 

220 CLEAR 



1190 PENDOWNibox 


(side+1) i 

230 diabo 



1200 MOVEibox,5 


2110 

mov 

240 gun gunpos,7 



1210 TURNibox,135 


2120 

IF 

250 REPeat aainloop 



1220 MOVEibox,3 


2130 

X| 

260 aove_gun 



1230 TURNibox,135 


2140 

El 

270 IF key tcfc 64 THEN fire 



1240 HOVEibox,SORT(18) 


2150 

END 

280 IF key 8 THEN ask 



1250 TURNibox,135 


2160 

IF 1 

290 IF key && 32 THEN revealiclose 

_down 


1260 HOVEibox,3 


2170 

yi 

300 gun oldpos,0 



1270 TURNibox,-45 


2180 

El 

310 gun gunpos,7 



1280 HOVEibox,-5 


2190 

END 

320 END REPeat aainloop 



1290 END DEFine arrow 


2200 

IF 1 

330 STOP * 



1300 REMark 


2210 

IF 

340 REHark 



1310 REHark **** This is used to unscramble the arrows <x_coord.) 

2220 

REPi 

350 REHark **** This routine sets up 

windows, 

arrays & variables 

position 


2230 

6i 

360 REHark 



1320 REHark **** mainly from the gunpos variable (returns graphic 

2240 

II 

370 DEFine PROCedure diebo 



coords) 



"09 1 

380 box*3 



1330 REHark 


2250 

I 

390 tab = 4 



1340 DEFine FuNction gun_x(u) 



exii 

400 mark*5 



1350 side*u DIV 8 


2260 

i 

410 ques*6 



1360 IF side && 1 THEN RETurn 81-37.5*(side && 2) 



ext 

420 OPENibox,scr_512x256a0x0 



1370 IF side*2 THEN RETurn 71.1-(u HOD 8>*7.8 


2270 

i 

430 CLSibox 



1380 RETurn 16.5+<u HOD 8)*7.8 


2280 


440 OPENibox,scr_280x240a200x0 



1390 REHark 


2290 


450 OPEN#tab,scr_158x240a40x0 



1400 REHark **** Ditto for the y co-ordinate 


2300 


460 0PEN#aark,scr_158xl2a40x241 



1410 REHark 


2310 


470 0PEN#ques,con_280x12a200x241_10 



1420 DEFine FuNction gun_y(u) 


2320 


480 B0RDER«box,1,7,0 



1430 side*u DIV 8 


2330 

E 

490 BORDERitab,1,4,2 



1440 IF side=3 THEN RETurn 25+<u HOD 8)*8.4 


2340 

X 

500 BORDERieark,1,7,4 



1450 IF side=l THEN RETurn 83.8-(u HOD 8>*8.4 


2350 

y 

510 BORDERtques,1,7 



1460 RETurn 93.5-40* (si de tctc 2) 


2360 

I 

520 CLSibox 



1470 REHark 


2370 


530 CLSitab 



1480 REHark **** Yet another one to calculate the turtle setting to 

2380 


540 CLSiaark 



enable 


2390 

E 

550 CLSiques 



1490 REHark ***• the turtle to be rotated to the right direction 

2400 

I 

560 CSIZEitab,1,0 



1500 REHark 


2410 


570 CSIZEiaark,2,0 



1510 DEFine FuNction gun_r(u) 


2420 


580 INKiaark,7 



1520 RETurn 270-<u DIV 8)*90 


2430 

E 

590 INKiques,4 



1530 REHark 


2440 

X 

600 PRINT#eark,“Score"; 



1540 REHark *«** This routine does most of the moving of the 

arrow using 

2450 

y 

610 «arks-0 



the 


2460 

I 

620 print_score 



1550 REHark **** KEYROW and INKEY functions 


2470 

END 

630 size*7 



1560 REHark 


2480 

SCO 

640 nua_things»4 



1570 DEFine PROCedure aove_gun 


2490 

IF 

650 draw_box 



1580 oldpos=gunpo5 


2500 

P 

660 DIH grid (size + 2,size + 2),gone( (size*l)*4-1) 

i ,guess(num_things-l,l) 

1590 REPeat wait 


2510 

e 

670 fi11_grid(num_things) 



1600 key=KEYROW(1) 


2520 

I 

680 xpos=0: ypos*0s gunp<»**$ 



1610 IF key && 104 THEN EXIT wait 


2530 

END 

690 aov_nua*l 



1620 IF key && 16 THEN gunpos* (gunpos+1) 31 sEXIT wait 


2540 

IF 

700 END DEFine diabo 



1630 IF key && 2 THEN gunpos*(gunpos-l) && 31:EXIT wait 


2550 

P 

710 REHark 



1640 key$*INKEYi(0) & u " 


2560 

e 

720 REHark **»* This procedure sets 

up the game board (ibox) window 

1650 IF keyl(l) INSTR “AaBbCcDd" THEN 


2570 

I 

730 REHark 



1660 gunpos* (gunpos && 7) + ((key$(l) INSTR ''AaBbCcDd u -l) 

DIV 2)*8 

2580 

END 

740 DEFine PROCedure draw_box 



1670 IF (gunpos AA oldpos) fcfc 16 THEN gunpos*gunpos AA 7 


2590 

END 

750 BL0CK#box,200,160,40,30,4 



1680 EXIT wait 


2600 

REM 

760 BLOCKibox,196,158,42,31,2 



1690 END IF 


2610 

REM 

770 INKibox,7 



1700 IF key$(l) INSTR “12345678" THEN 



inci 

780 CSIZEibox,0,1 



1710 gunpos*(gunpos && 24)+(key$(l) INSTR "12345678“)-1 


2620 

REM 

790 FOR a*1 TO 8 



1720 IF gunpos && 16 THEN gunpos*gunpos AA 7 


2630 

REM 

800 CURS0R#box,5,10+a*20 



1730 EXIT wait 


2640 

DEF 

810 CSIZE#box,0,1 



1740 END IF 


2650 

FOR 

820 PRINTibox,a 



1750 END REPeat wait 


2660 

ID 

830 CURS0R#box,265,10+a*20 



1760 END DEFine move_gun 


2670 

P 

840 PRINTibox ,a 



1770 REHark 


2680 

B 

850 CSIZEibox,3,0 



1780 REHark *#** Initialises n' BLOBS in the grid array. 

The more 

2690 

I 

860 CURSOR#box ,20+a*25,0 



the harder 


2700 

NEX 

870 PRINTibox,a 



1790 REHark 


2710 

END 

880 CURS0R#box,20*a*25,218 



1800 DEFine PROCedure fill_grid <n> 


2720 

REM 

890 PRINTibox,a; 



1810 FOR a*l TO n 


2730 

REM 

900 NEXT a 



1820 x*RND(1 TO 8) 



6 f 

910 ATibox,0,0 



1830 y*RND(1 TO 8) 


2740 

REM 

920 CSIZEibox,2,1 



1840 IF NOT(grid(x,y)) THEN grid(x,y)=1sELSE a=a-l 


2750 

DEF 

930 PAPERibox,2 



1850 NEXT a 


2760 

AT# 

940 RESTORE 1010 



1860 END DEFine fill_grid 


2770 

a$ = 

950 FOR a*0 TO 3 



1870 REHark 


2780 

PRI 

960 READ a*,x,y 



1880 REHark **** Plot is used to draw a circle (representing 

a 

2790 

END 

970 CURSORibox ,x,y 



BLOB) in the box 


2800 

REM 

980 PRINTibox,at 



1890 REHark 


2810 

REM 

990 NEXT a 



1900 DEFine PROCedure plot(x,y,c) 



you 

1000 END DEFine draw_box 



1910 INKibox,c 


2820 

REM 

1010 DATA "A",132,35 



1920 FILLibox,1 



che 

1020 DATA “B",215,100 



1930 CIRCLEibox,gun_x(x),gun_y(y+8)-1,6 


2830 

REM 

1030 DATA "C“,132,165 



1940 FILLibox,0 



inci 

1040 DATA "D",50,100 



1950 END DEFine plot 


2840 

REM, 

1050 REHark 



1960 REHark 


2850 

REM, 

1060 REHark **** This proc is used to set the 

turtle direction 

1970 REHark **** The hub of the whole game, it moves' the ball within the 

2860 

DEF; 

gun?' 



1980 REHark **** box, calculates and displays enter and exit 

points 

2870 

wroi 

20 ' . • ;■ ' ■ ■ r - ' " ; 







RECCONAISANCE 


2030 

2040 

2050 

2060 




(gunpos && 7))+1 


(gunpos && 7))+1 


1990 REMark 

2000 DEFine PROCedure fire 
2010 IF gone(gunpos) THEN 
2020 IF gone(gunpos)=1 THEN 

message "ALREADY TRIED ! 

ELSE message "REVERSE ALREADY TRIED ! 

END IF 
RETurn 
2070 END IF 

2080 gone(gunpos)=1 

Wll U1EKS" ™ ?» <.ov,nu.< .0.», .o»,nu.| 

(side+l >;" 12345678 " (1(gunpos U AA <<9“"P° S fc*c 16)/16»7> I 

2110 mov_num« ! mov_num+l 
2120 IF side Jett 1 THEN 
2130 xpos=(size+2)*<side AA 3)/2 
2140 ELSE xpos=( ( (gunpos &*< 1 A) /16*7) 

2150 END IF 

2160 IF NQT(side fcfc 1) THEN 
2170 ypos®<size + 2)*(side DIV 2) ^ 

2180 ELSE ypos*(<(gunpos && 16)/16*7) 

2190 END IF 

2200 IF NOTUide 1.1 1) THEN xdir> 0 :ydir-1-side 
2210 IF side lit 1 THEN ydir-Oi xdir -side-2 
2220 REPeat moveloop 

2240 IF Mypo^ydir) INSTR ”09") AND (Ixpos+xdir) INSTR 

2 2 5 o 'Tf “09"» THEN ypot*ypos+ydirt 

2260 En . T F". O (x e p=°.° P xdir, INSTR "09") THEN xpos.xpos.xdir: 

EXIT moveloop 

2270 IF grid(xpos+xdir,ypos+ydir) THEN 
PRINT#tab,"absorbed" 
xpos=xpos+xdir 
ypos*ypos+ydir 

score 1 
EXIT moveloop 
END IF 

xpd*-ydir*NQT(xdir) 
ypd=xdir*NOT(ydir) 

IF grid(xpos+xdir+xpd,ypos+ydir+ypd) THEN 

xdir=-xpd:ydir=-ypd 

GO TO 2240 

IF grid(xpos+xdir-xpd,ypos+ydir-ypd) THEN 
xdir*xpd:ydir=ypd 
GO TO 2240 
END IF 

xpos=xpos+xdir 

IF°xpos»0 + 0R*xpos*9 OR ypos-0 OR ypos=9 THEN EXIT eoveloop 
2470 END REPeat moveloop 
2480 score 1 

7490 IF xoos s 0 OR xpos = 9 THEN 

2500 PRINT#tab,"BD"(l+NQT(xpos));"12345678 (ypos 
2510 e*((ypos-1) AA (7*N0T(xpos)))+B+16*NOT txpos) 

2520 IF NOT(gonete)) THEN gone<e)*2 
2530 END IF 

9540 IF v d os = 0 OR ypos = 9 THEN 

2550 PR%T#tab,"CA"(l+NOT (ypos)); " 12345678 (xpos) 

2560 e=((xpos-1) AA <(ypos<>0)*7))+16*<ypos<>0) 

2570 IF NOT(gone(e)) THEN gone(e)=2 
2580 END IF 
2590 END DEFine Tire 

2610 RENark .... This one is used to increase the score. It is 

2620 RENark**.** V one, displayed and followed by a bleep <i> 

2630 REMark 

2640 DEFine PROCedure scored) 

2650 FOR a=1 TO i 
2660 marks=marks+l 
2670 print_score 
2680 BEEP 1000,50 
2690 IF BEEPING THEN GO TO 2690 
2700 NEXT a 
2710 END DEFine score 

2730 RENark .... Prints present score in the H i.d..(U.rk> to 
6 figures. 

2740 REMark 

2750 DEFine PROCedure print_score 
2760 AT#mark,0,6 
2770 a$ = ("00000" & marks) 

2780 PRINT#mark,a$(LEN(a$)~5 TO); 

2790 END DEFine print_score 

2800 REMark raiiPd when you think 

2810 REMark ***♦ The ask procedure is called y 

2820 RENark »«• It asks lor your input in consol e#ques, 

2830 RENark co-orSlnates are valid and not repeated and 

2840 RENark***** P or*ends the ga.e depending upon your guess. 
2850 REMark 

2860 DEFine PROCedure ask 
2870 wrong=0 


2280 

2290 

2300 

2310 

2320 

2330 

2340 

2350 

2360 

2370 

2380 

2390 

2400 

2410 

2420 

2430 

2440 

2450 

2460 


2910 

2920 

2930 

2940 

2950 

2960 

2970 

2980 

2990 

3000 

3010 

3020 

3030 

3040 

3050 

3060 

3070 

3080 

3090 

3100 

3110 

3120 

3130 


I a ) ! y* 

OR LEN(y*K>l THEN 


THEN RETurn 
.";T0 3;"Guess"; 


'ques ' 


2880 x =0:y =1 

2890 guess( 0 ,x)*0:guess(0,y)=0 

2900 FOR a*1 TO num.things „ . , , x $ 

INPUT#ques,("Input x co-ordinate of . j THEN 

IF NOT (x$ INSTR " 1234567B\") OR OR LEN(x$K>l 

message "Invadid Co-ordinate" 

GO TO 2910- 
END IF 

IF x$="\" THEN EXIT a 

INPUT#ques,("Input y co-ordinate of no. 

IF NOT(y* INSTR "12345678\") OR y** 
message "Invadid Co-ordinate 
GO TO 2970 
END IF 

IF y $=»\" THEN EXIT a 
FOR b=0 TO a-2 

IF guess (b,x)*x ♦ AND guess (b ,y)«y* THEN 
message "You've already entered that one. 
a*a-1 
EXIT b 
END IF 

!F D guess(b,x,.x. AND gue„<b,y)-y. THEN 80 TO 3.40 
IF NOT(grid(x$,y*> > THEN wrong=wrong+l 
guess(a-1,x)*x* 
guess(a-l,y)*y* 

3140 END FOR a 
3150 CLS#ques 
3160 IF x**"\" OR y$*"\ 

3170 PRINT#tab,mov_num; 

3180 mov num=mov_num+l 
3190 F0R _ a = 0 TO DIMN(guess) 

3200 IF NOT(a && 1> THEN PRINT#tab,TO 8; 

3210 PRINT#tab,"( H ;guess(a,x); V’jguesstagy), , 

3220 NEXT a 

3230 IF NOT(wrong) THEN correct 

3250 ^Ig^o^e guessed « t <nun.things-.rong, t * 
correct co-ordinate(s) 

3260 END DEFin'e ask 

3280 RENark ...» Nessage sends a string paraeeter to the 

3290 RENark*.... Bleeps and pauses returning Kith the -indou cleared. 
3300 REMark - 

3310 DEFine PROCedure message(e$) 

3320 LOCal a 
3330 CLStques 

3340 AT#ques,0,22-LEN(e$)/2 
3350 INK#ques,7 
3360 PRINT#ques,e* 

3370 INKdques ,4 
3380 BEEP 5000,0 

3390 FOR a-0 TO 270:e$*INKEY$(0):NEXT a 

3400 CLSiques 

3410 END DEFine message 

3420 REMark , n the BLOBS on the screen as 

3430 REMark **** Uses plot to put all tne 

filled in circles 
3440 REMark 

3450 DEFine PROCedure reveal 
3460 FOR x*l TO 8 
3470 FOR y s l TO 8 

3480 IF grid(x , y) THEN plot x-l,y-l,7,l 
3490 NEXT y 
3500 NEXT x 

3510 END DEFine reveal 

3530 RENark This one is called if you have a.naged to find all 
the BLOBS 
3540 REMark 

3550 DEFine PROCedure correct 
3560 reveal 

3570 message "At last you ve got it 

3580 close_down 

3590 END DEFine correct 

3600 REMark ... r rerun or end the program 

3610 RENark This gives the option -hether to rerun 

3620 REMark 

3630 DEFine PROCedure close_down , V/Kn „, a4 

3640 INPUT#ques,"Do you want another game 

3650 IF a♦ ="" THEN GO TO 3640 

3660 IF a* INSTR "Yy" THEN CLEAR:RUN _ 

3670 IF NOT(a* INSTR "Nn") THEN GO TO 3640 

3680 CL0S£#box 

3690 CLOSEdtab 

3700 CLOSE#mark 

3710 CLOSE#ques 

3720 CLEAR 

3730 MODE 0 

3740 STOP 

3750 END DEFine close.down 
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OPERATION KRISTOS 


OPERATION KRISTOS 


• BBCB 


A strange alien ship has been picked up on 
radar heading towards the Earth. 

After three days it goes into orbit and fails 
to respond to radio messages. A preliminary 
scan reveals a large carbon dioxide laser 
aimed at London. 

The Royal Navy attacks but all ships are 
lost when a strange wave of pink light 
radiates out from the ship. 

Now the plan has been decided. A Space 
Marine must dock with the ship, plant a large 
mine and then teleport back before it 
explodes. Only then can the Earth be saved 
from the alien menace that hangs overhead. 

You have been chosen for the mission and 
dock with the ship armed with only a teleport 
bracelet and a limpit mine that must be 
attached to the laser to ensure maximum 
destruction. 

The following commands may be used but 
there are more: GET, DROP, INVENTORY, 
SCORE, EXAMINE, TELEPORT, PRIME (for the 
mine). 

To move, use the following abbreviations: N 
—to go North, S—to go South, E—to go East, W 
-to go West, U - to go Up, D-to go Down. 

Any other word may be abbreviated to 
four letters. 

The symbol, which appears in a number of 
lines, is the up-arrow. This is to the right of 
!='on the keyboard. • JWRoynting 


10 DATA "YOU'RE IN YOUR SPACESHIP BUT 
IT HAS BEENWRECKED PROBABLY WHEN LANDIN 
G ON AUTO PILOT.AN EXIT LEADS NORTH" 

20 DATA "YOU ARE STANDING IN A SHINY. 
METALLIC VACUUM TUBE.YOU CAN GO NORTH 

AND SOUTH" 

30 DATA "YOU'RE STANDING IN A AIRLOCK 
.TO THE WESTIS A SHINY DOOR.TO THE SOUTH 
IS A CORRIDOR.THE DOOR HAS NO VIS 

IBLE MEANS OF BEING OPENED.” 

40 DATA "YOU ARE IN A STEEL CORRIDOR. 

SIDE EXIT TO THE EAST AND TH 
LEADS NORTH AND SOUTH." 

•YOU ARE IN A DARK STOREROOM. 
EXTREMELY COLD AND SMELLY IN 
ONLY EXIT IS TO THE NORTH." 
60 DATA "YOU ARE STANDING ON A METAL 
GRILL ABOVE A CHANNEL IN THE FLOOR ABOUT 
6 INCHES BELOW.THERE IS AN EXIT NORTH 
WARDS OVER THE GRILL AND A CORRIDOR LEA 


THERE IS A 
E CORRIDOR 
50 DATA 
IT IS 
HERE.THE 


DS SOUTH." 

70 DATA 
F THE SHIP 
A PICTURE 
T IS A 


♦YOU ARE ON THE FLIGHT DECK O 
A LARGE VISUAL DISPLAY SHOWS 
OF THE EARTH AND TO YOUR LEF 
CONTROL PANEL.EXITS LEAD NOR 


TH,SOUTH & EAST." 

80 DATA "YOU’RE IN THE CONTROL ROOM.A 
LARGE BANK OF COMPUTERS ADORN THE NORTH 
WALL.EXITS LEAD EAST AND WEST." 

90 DATA "YOU ARE IN THE REST ROOM.THE 
RE IS A BED HERE AND A SMALL,BEDSIDE TAB 
LE.AN SINGLEEXIT LEADS WEST." 

100 DATA "YOU’RE IN THE CAPTAIN’S CABI 
N.RICH,SOFT CARPET COVERS THE FLOOR AND 
THE WALLS ARE TASTEFULLY PAINTED IN LI 
GHT SHADES. THERE IS A LARGE BED TO THE 
SIDE.THE ONLY EXIT IS TO THE 


LEFTHAND 

SOUTH" 

110 DATA 


’YOU ARE IN A DARKISH ROOM AN 
D ALL AROUNDYOU ARE LARGE BANKS OF LEAD 
ACID BATTERIES.THERE IS A DISTINC 

T SMELL OF GREASE HERE.UP IS A ROPE AND 
OTHER EXITSLEAD EAST AND SOUTH." 

120 DATA "YOU’RE IN A SPARSE ROOM.AN E 
XIT LEADS EAST AND A RUBBISH CHUTE GOE 
S DOWN THROUGH THE FLOOR." 

130 DATA "YOU ARE STANDING ON ONE SIDE 
OF A CHASM TO THE SOUTH THAT CAN BE CRO 
SSED ON AN EXTENDING BRIDGE.A LARGE RED 
BUTTON STICKS OUT FROM THE WALL." 

140 DATA "YOU ARE STANDING ON ONE SIDE 
OF A CHASM TO THE NORTH.AN EXTENDED BRI 
DGE LEADS NORTH.ANOTHER EXIT IS TO THE 

SOUTH.” 

150 DATA "YOU ARE IN A RUBBISH COMPRES 
SOR.RUBBISH LIES EVERYWHERE AND THERE IS 
A SMELL OF DECAYING ORGANIC MATTER.THE 
COMPRESSOR CONTINUES SOUTHWARDS.ABOVE I 
WHICH IS OUT OF REACH." 
f ’YOU ARE IN A RUBBISH COMPRES 
LADDER LEADS UPWARDS.THE COM 
CONTINUES NORTH." 

170 DATA "YOU ARE A T-JUNCTION OF PASS 
AGES GOING NORTH,EAST AND WEST." 

180 DATA "YOU’RE AT A DEAD END.THERE I 
S A HATCH IN THE WEST WALL.THE ONLY EX 
IT IS EAST." 

190 DATA "YOU ARE IN A HEXAGONAL CORRI 
DOR.THE WALLS ARE HEAVILY CORRODED A 

ND DIGESTIVEJUICES LIE IN POOLS ON THE F 
LOOR.EXITS LEAD EAST AND WEST." 

200 DATA "YOU ARE IN A CONTROL CENTRE. 
THERE IS A LARGE DOME OVERHEAD.A ENORMO 
US LASER GUNIS AIMED AT A HOLE IN THE DO 
ME TOWARDS THE EARTH." 

210 DATA "YOU ARE IN A SMALL ROOM.A CO 
PLUGGED IN ON THE WEST WALL. 
LEADS EAST." 

220 DATA "YOU ARE IN A SMALL ROOM.ALL 
AROUND IS DEBRIS.IT LOOKS AS IF THERE 
HAS BEEN AN EXPLOSION.AN EXIT LEADS EAST 


S A CHUTE 
160 DATA 
SOR.A STEP 
PRESSOR 


MPUTER IS 
AN EXIT 


230 DATA "YOU ARE IN A DARKISH ROOM AN 
D ALL AROUNDYOU IS THE REMAINS OF LEAD A 
CID BATTERIES.THERE IS A DISTINC 

T SMELL OF GREASE HERE.UP IS A ROPE AND 
OTHER EXITSLEAD EAST AND SOUTH." 

240 RESTORE 250:FORN=&COO TO &C12:READ 


A: ?r 
25< 
C9. &: 
OC, 8<t 
26C 
2: R%: 
a: G05 
27C 


28 ( 

29< 

. 30C 

OR Af 
31C 

sc( m: 
32C 
33C 
34C 
35C 
36C 
37C 
38C 
39C 
40C 
HAT V 
4ic 
42C 
43C 

44 c 

UP": F 
45C 
HERE 
46C 
MUCE 
47C 
TIGE 
48C 
S TIE 
49C 
( 8 )=” 
TO S 
500 
0-1 
510 
= -l F 
~ " ): C 
PRINT 
520 
530 
THAT 
540 
ING I 
550 
Cd ("0 
OOTUZ 
S ~ ; ; Y 
3; 0( 2 
560 
570 
RINT" 
580 
590 
600 
610 
620 
A VAN 
630 
URN 
640 
LROS; 








OPERATION KRISTOS 


A:?N = A:NEXT 

2 50 DATA &A0,&00.&B9.&00,&0A,&49.&1B, & 
C9. & 16 , &F 0 , &07, &20, &E3. &FF, &C 8 . &4C, &02, & 
0C,&60 

260 DIM 0 ( 23 ), 0 $( 23 ):PROCobd:MODE7:I^= 
2:R% = 1;DIM D (6 * 24):B% = 0:T% = 0:PROCroomdat 
a:GOSUB1O50 

270 REPEAT : INPUT ,f : ”INS : UNTIL LEN(IN$)> 

0 

280 N$ = ”” : V$ = ”” 

290 V$=LEFT$( INS. 4 ) 

300 L=3:REPEAT: L=L+1:UNTIL L>LEN(IN$) 

OR ASC(MID$(IN$.L,1))=32 

310 REPEAT:L=L+1:UNTIL L>LEN(IN$) OR A 
SC(MID$(INS,L,1))<>32 
32 0 N$-MID$(IN$* L, 4 ) 

330 P=INSTR( VS, ” ”) 

3 UO IF POO VS=LEFTS (VS , P-1 ) 

360 P=INSTR(N$, ” ,f ) 

360 IF POO N$ = LEFTS ( NS , P-1 ) 

370 GOTOI 88 O 
380 

390 D%=V 

400 IF D(D%,R%)=0 PRINT”YOU CAN’T GO T 
HAT WAY”:RETURN 

410 IF D(D%,R%)>34 GOTO1690 
420 IF B%=1 B%=0 

430 R%=D(D%,R%):GOSUB 1050 :RETURN 
440 IF N>14 PR I NT” YOU CAN’T PICK THAT 
UP”:RETURN 

450 IF 0(N)OR* PRINT”I DON’T SEE THAT 
HERE”:RETURN 

460 IF l%>-5 PRINT”YOU’RE CARRYING TOO 
MUCH”:RETURN 

470 IF N =8 AND R%=l 6 PRINT”IT’S WEDGED 
TIGHT”:RETURN 

480 IF N = 4 AND LEN(OS(4))=34 PRINT”IT’ 
S TIED”:RETURN 

490 IFR%=5 AND 0(8)0—1 OR R% = 5 AND OS 
( 8 )=”ZU;NUWRO;OTIXS” PRINT”IT’S TOO DARK 
TO SEE”:RETURN 

500 IF N = 5 AND LEN(OS(5))<>11 AND 0(6) 
0-1 PROCd(”BTN;XZU<0;I~ZXS;RO”):RETURN 
510 IF N=5 AND LEN(OS(5))<>11 AND 0(6) 
=-l PROCd(”BTN;STTP;RO;TNO;LROS;BTNI;LRI 
~”):0(5)=-l: IX=IX+l:OS( 5)="Z; YWZXP; YTC”: 
PRINT”OK”:RETURN 

620 0( N ) as —1: I%=I%+1: PRINT”OK” : RETURN 
530 IF N>15 PRINT”I NEVER LET YOU PICK 
THAT UP”:RETURN 

540 IF O ( N ) 0-1 PRINT”YOU ’ RE NOT CARRY 
ING IT”:RETURN 

550 IF N=11 AND R% = 13 AND 0(22)=99 PRO 
Cd ( ”OS~ ; _ITR_; Y~ ~KH; = ; OS " ; KI ~HH~H; OS ~ ; YN 
OOTUZ; HXZUU~I; XTV~H; TU;=;OS~U; I~0IZX0H50 
S~ ; ; YIR_\~ ; RH; ~CO~U__"_” ) : IX=IX-1:0(11)«1 
3:0(22)=13:D(2,13)=1^:RETURN 

560 I%=I%-1:O(N )= R%: PRINT”OK”:RETURN 
570 PRINT”YOU ARE CARRYING:”:IF I%=0 P 
RINT”NOT A LOT”’'.RETURN 
580 FOR 1oop — 1 TO 14 

590 IF O(loop)=-1 PROCd(OS(loop)) 

600 NEXT 

610 PRINT:RETURN 

620 IF RXOll OR N<>32 PRINT”DON ’ T BE 
A VANDAL”:RETURN 

630 IF 0(10)0-1 PRINT”WHAT WITH?”:RET 
URN 

640 PROCd(”BTN;HVZHS;NK;OS A ;YZOO~IR~H; 
LROS; OS' ; ; ; ; ; ZU_ITR__; W~\” ) : RX«23s D( 1.13) 


= 2 3:D(6.10)=*2 3:D(3.12)=23 
650 RETURN 

660 IF NO20 OR RX<>19 PRINT”DON ’ T BE 
NASTY”:RETURN 

670 IF 0(21)=19 PRINT”I CAN ONLY KILL 
HIM ONCE”:RETURN 

680 PRINT”LOVE TO BUT HOW?”:RETURN 

690 IF N<>25 GOTO440 

700 BX=1:PRINT”OK”:RETURN 

710 IF N=0 PRINT”SAY WHAT?”:RETURN 

720 PRINT”OK”:PRINTMIDS(INS, L, 2 55) 

730 IF RX<>3 OR D ( 4 ,3)RETURN 
740 PROCd ( ”OS~ ; _TTI; RH;MTRX~ ; TK~IZO~_; 
ZU_;RO;HWR_~HTK~U”) 

750 0(15)=3:D(4 t 3)=4 
760 PRINT:RETURN 

770 IF 0(8)0-1 PRINT”YOU’RE NOT CARRY 
ING IT”:RETURN 

780 IF T%=1 PRINT”IT DOESN’T WORK”:RET 
URN 

790 OS( 8 )=”Z;WRO;OTIXS” 

800 PRINT”OK”:RETURN 

810 IF 0( 8)0-1 PRINT”YOU ’ RE NOT CARRY 
ING IT”:RETURN 

820 IF LEN(OS( 8 ))<>11 PRINT”IT’S NOT O 
N”:RETURN 

830 OS( 8 )=”ZU;NUWRO;OTIXS”:PRINT”OK”:R 
ETURN 

840 IF 0(3) 0-1 PROCd ( ”BTN ; SZM '; UT; VZO 
XS~H”):RETURN 

850 IF N = 8 AND O ( 8 ) =-1 PROCd (’’OS '; OTIX 
S;KWZHORX;ZWW;V ~WOH”):RETURN 

860 IF N=3 AND R%<>5 PRINT”OK”:RETURN 
870 IF N<>3 PRINT”YOU CAN’T LIGHT THAT 
”:RETURN 

880 PROCd(”OS~;VZOXS; JWZI~H;NK;ZU_;HN_ 
UWB; Z; ] RI~ ; YZWW; ''CKWT_/'H50S~ I ~ ; VNHO; SZ 
M';Y'~U; ; ; ; ; ;~CKWTHRM~;\ZH~H;ZITNU__”):GO 
TO1810 

890 INPUT”NAME OF FILE”,F$ 

900 0=0PENUP(F$):INPUTtfO,RX,OS(4),OS (8 
),OS(9).OS(5) . 1% 

910 FOR 1 00 p = 1 TO 23:INPUT^O,0(loop):N 
EXT 

920 INPUTtfO,D ( ft,3)# D(1 9 ft)•D (6 v 10 ) , D ( 2, 
15 ) f D( 2 , 13 )t D(ft «14), D ( 3.19).D ( 3.1 2 ) , D ( ft , 
8 ) 

930 CLOSE#0:PRINT”OK”:GOTO1050 
940 INPUT”NAME OF FILE”,F$ 

950 0=0PEN0UT(F$):PRINTtfO, RX,OS(4),OS( 
8).OS(9),OS(5).I% 

960 FOR 1oop = 1 TO 23 :PRINT#0.0(loop):N 
EXT 

970 PRINT#0,D(4,3).D(1,4),D(6,10).D(2, 
15)tD(2,13)* D ( 4 ,14),D(3*19)*D(3*12)» D(4, 
8 ) 

980 CLOSE#0:PRINT”OK”:GOTO 1050 
990 IF N=23 AND RX = 3 PROCd(”OS";_TTI;S 
ZH; UT; MRHRYW ' ; V~ZUH; T] ; Y~RU\; ; TK^UV’) : R 
ETURN 

1000 IF N<>19 OR RX<>18 PRINT”YOU CAN’T 
DO THAT”:RETURN 

1010 IF 0(13)0-1 PROCd ( ”BTN; U" HTV 'O 
SRU\;OT;TK'U;RO;LROS”):RETURN 
1020 IF OS(9)<>”ZU;~VKOB;YTOOW"” PROCd( 
”BTN;ZI'UCO;HOITU\;'UTN\S”):RETURN 
1030 IF O(23)=18 PRINT”IT’S ALREADY OPE 
N”:RETURN 

1040 0(23)=l6:PRINT”OK”:RETURN 

1050 RESTORE (RX* 10 ):IF RX=5 AND OS( 8 )= 


23 CONTINUED 
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OPERATION KRISTOS 


”ZU; NUWRO; OTIXS” OR R%>10 AND 0$(8)=”ZU; 
NUWROjOTIXS" PRINT”IT'S TOO DARK TO SEE M 
:RETURN 

1060 READ R$:PRINTR$ 

1070 FORN=l TO 23:IF 0(N)<>R% GOTO1080 
ELSE IF N<15 PRINT”HERE THERE IS M ;:PROC 
d(0$(N)) ELSE PROCd(0$(N)) 

1080 NEXT 
1090 RETURN 

1100 IF RXO20 PRINT”YOU HAVE TO SOLVE 
THIS ADVENTURE”:RETURN 
1110 IF 0(2)020 OR D( 6 f 10)=11 OR D(4,l 
U )=21 PRINT”IT * S BEING JAMMED”:RETURN 
1120 PROCend 

1130 PROCd(”OSRH;RH;UT;ORV';OT;HW'"K5BT 
N<M';\T;OT; ; ;HZM';OS"; 'ZIOS”) : RETURN 
1140 IF N04 PRINT”YOU CAN’T TIE THAT”: 
RETURN 

1150 IF 0(a)<>-l PRINT”YOU f RE NOT CARRY 
ING IT”:RETURN 

1160 IF RXOIO OR 0(19)010 PRINT”NO PO 
INT IN DOING THAT HERE”:RETURN 
1170 PRINT”OK” : D ( 6 ,10 ) =11: 0$ (4 ) =”Z; W"U\ 
OS;T];ITK";SZU\RU\;_TLULZI_H”:O(4)=10: 1% 
-IX-1:RETURN 

1180 PRINT”YOU CAN’T DO THAT”:RETURN 
1190 IF N=0 PRINT”FIRE! WHERE?”:RETURN 
1200 IF NOl 4 PRINT”YOU CAN’T FIRE THAT 
”:RETURN 

1210 IF O (N) 0 — 1 PRINT”YOU DON’T HAVE I 
T”:RETURN 

1220 IF R%<>19 PRINT”DON’T BE VIOLENT”: 
RETURN 

1230 IF 0(21)=21 PRINT”AT WHAT?”:RETURN 
1240 PROCd(”OS ";KSTOTU;IZB;SROH;OS ";KWZ 
UO: ZU_; OS"I" ; RH; ZU; "CKWTHRTU;T] ; KWZUO; ] W 
"HS” ) 

1250 O(20)=99:O(21)=19:D(3.19)=20:RETUR 
N 

1260 IF N<>21 OR RX013 PRINT”YOU CAN’T 
PRESS THAT”:RETURN 

12 70 PROCd ( ”Z:HXZUU"I; ZXORMZO"H5Z;_RZW; 

]WZHS"H;OS "; ;LZIURU\;<SNVZU<5HN_'UWB;Z; 

\ITNK;T];;;;;ITYTOH;ZKK"ZI;ZO;OS';TOS"I; 
HR];OS';;XSZHV”) 

1280 TIME=0:REPEATUNTIL TIME>60 
1290 PROCd ( ”OS " B ; TK'U; ]Rr”) :GOTOl 8 lO 
1300 IF N = 0 PRINT”I don't understand”: R 
ETURN 

1310 IF R %<>li AND R%<>15 GOTO530 
1320 IF O(N)<>-1 GOTO530 

1330 IF R% = 1 5 AND N = 7 PROCd ( ”OSIT__; J W 
R H; HTNOSLZI_H; ZU__; Y'XTV H; ; ; ; L \_\ A _! Y'O 
L" "U;OS ;LZWWH”):D(2.15)=l6:0(7)=98:I%=I 
%-l :RETURN 

1340 IF RX=15 AND D(l,6)=7 GOTO530 
1350 IF NOl2 PROCd(”Z;XZV'IZ;HWR_H;TNO 
:ZU_;OIZXPH;OS ";TYQ"XOZ;WZH"I;\NU;WTXPH; 
TUOT; RO; ZU__; ] RI' H” ) : I% = I%-1: O ( N ) =99 : RETU 
RN 

1360 PROCd ( ”Z ; MR_ " ; XZV " IZ; HWR_"H; TNO; Z 

U__; Z; WZH I; ; ; \NU; WTXPH; TUOT ; OS" ; V" OZW; ZU 
_;]RI"H50S";;IZB;RH;]W"XO"_;T]];OS';V" 
OZW:ZU_;RO;;;SROH;OS';XZV'IZ”) 

1370 0(12)=4:0(16)=4:IX=IX-1:D( 1 .4)= 6 :R 
ETURN 

1380 IF R%=3 AND N=23 PROCd(”OS";_TTI;V 
NHO;TK'U;TU;Z;X'IOZRU;ZXORTU”) : RETURN 
1390 IF R%-7 AND N=26 AND 0(6)=99 PROCd 
(”BTN;H"";Z; HOR ] ] ;KR"X ;T] ; LRI ' ; RUHR__" ” ) 


:0( 6 )=7:RETURN 

1400 IF R%=9 AND N=l8 AND 0(8)=99 PROCd 
( ”BTN ; ] RU__; Z; OTIXS5HTV"TU' ; VNHO; SZM"; Y" " 
U; I"Z_RU\;NU_"I;OS";HS "" OH”):O(8)=R%:RET 
URN 

1410 IF N=34 AND R% = 10 PRINT”IT LOOKS V 
ERY LUXURIOUS”:RETURN 
1420 IF N=30 AND R%=15 AND 0(11)=99 PRO 
Cd ( ”BTN; H" ; Z; HVZWW; _ITR_” ) : 0( 11) =R%: RET 
URN 

1430 IF N=17 AND R% = l 8 AND 0(23)=l8 PRO 
Cd ( ”BTN ; ] RU_; Z; YWZHO" I” ) : O (14 ) =18 : RETURN 
1440 PRINT”YOU SEE NOTHING SPECIAL”:RET 
URN 

1450 IF RX=3 AND D(4,3)=0 PROCd(”BTN;_T 
U<0; U" S' WK; OT;TK"U; Z;_TTI;_T; ; ; BTN$” ) 
:RETURN 

1460 IF RX=19 AND 0(21)=19 PRINT”KILL I 
T”:RETURN 

1470 PRINT”YOU * RE ON YOU OWN HERE”:RETU 
RN 

1480 IF RXOIO AND RX<>21 PRINT”YOU CAN 
’T DO THAT”:RETURN 

1490 IF RX = 10 AND 0(6,10)00 PRINT”YOU’ 
VE ALREADY DONE THAT”:RETURN 
1500 IF RX = 10 PROCd(”BTN;IRK;NK;OS";XZI 
K"0;0T;I"M"ZW;Z;\ZKRU\STW"”):D(6,10)=4l: 
0(19)=R%:RETURN 

1510 PROCd ( ” BTN;KNWW;OS";XTVKNO"I;ZU_; 
RO:NUKWNXH5;;;OS"I";RH;Z;VZHHRM';'CKWTHR 
TU”):R%=22:D(4,14)=22:GOTO1050 
1520 SX=0 

1530 IF D(4,3)=4 SX=100 
1540 IF D(1 f 4 )=6 S% = S% + 100 
1550 IF 0(6,10)00 SX=SX+100 
1560 IF D ( 2 t 15 ) =16 SX=S%+100 
1570 IF D ( 4,14)=22 S%=S%+100 
1580 IF D(3 »19)=20 S%=S%+100 
1590 IF D(2♦13)=23 SX=S%+100 
1600 PRINT”YOU SCORE ”;S%;” OUT OF 800” 
:RETURN 

1610 IF N<>36 PRINT”YOU CAN’T DRINK THA 
T”:RETURN 

1620 IF 0(9)<>-l PRINT”YOU’RE NOT CARRY 
ING IT”:RETURN 

1630 IFO$(9)= ”ZU; " VKOB;YTOOW"” PRINT”YO 
U ALREADY HAVE”:RETURN 
1640 PRI NT’’DELICIOUS” :0$(9) =”ZU; ''VKOB ; Y 
TOOW"”: RETURN 

1650 IF N<>2 PRINT”EH??”:RETURN 
1660 IF 0(2)<>-1 PRINT”YOU * RE NOT CARRY 
ING IT”:RETURN 

1670 IF R%<>20 PROCd(”BTN<M";\TO;OT ;ZOO 
ZXS;RO;OT;OS ";WZH"I”):RETURN 
1680 PROCd(”TP;BTN;ZOOZXS:RO;OT;OS";WZH 
'I”):IX=IX-1:0(2)=20:D(4,20)=42:RETURN 
1690 S%=D(D%,R%)-34 

1700 ON S% GOTO1710,1720,1730,1750,1760 
,1770,1780,1790,1800 
1710 IF B%=1 AND V=1 AND R%=1 R%=2:GOTO 
1050 ELSE IF B%=1 AND V=2 AND R%=3 R%=2 
:GOTOIO 50 ELSE PROCd(”OS"I';RH;UT;ZRI;RU 
;Z;MZXNNV;ONY";ZU_;BTN_R";]ITV;HN]]TXZOR 
TU”):GOTO1810 

1720 PROCd(”Z;MR_'T;XZV"IZ;WTXPH;TUOT;B 
TN; ZU__; Z; ; ; ; ; WZH'I; XZUUTU; ZKK"ZIH; ZU_; ]R 
I "H;ZO;BTN”):GOTO1810 
1730 IF 0( 5)0-1 PROCd ( ”OS' ; ZU_ITR_H; ON 
IU;ZITNU_50S"B;KNWW;TNO;;OS"RI;YWZHO'IH; 
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174 
WZHS 
ZAB; 

, 8 ) = 

175 
"; XS 

176 
; XWT 
Y"OL 

177 
S " ; K 
"; RU 

178 
YI"Z 

179 
ZM"; 
OS"; 

180 
PRO 

: GOS 
181 
IED” 
182 
FUL 
183 
IN 1 
184' 
185' 
186 ' 
187< 
EAR 1 
YOUR 
I 881 
189< 
1901 
191< 
1921 
193< 
goto; 
194( 
OR 1 
195< 
196 ( 
197( 
19 8 ( 
199( 
200 ( 
goto; 
201 ( 
440 J 
710.' 
30, i: 
50 , U 
202 ( 
203< 
, INV, 
. LIGI 
UNTI, 
RIP. 1 
204( 
OD,T( 
E, ANI 
. OPEI 
, BAT'! 
,* 
205( 
206C 
207( 









OPERATION KRISTOS 



ZU_; ] RI'; ZO; BTN3UTO;M'IB;URX' ; 0SZ02" ) : GO 
TO1810 

1740 PROCd("Z:WR\SO;TU;BTNI;YWZXP;YTC;] 
WZHS'H;ZU_;;;OS';ZU_ITR_H;HOZIO;\TRU\;XI 
ZAB:ZU_;OS'U:H'W]6_'HOINXO"):O(10)=8:D(3 
,8)=9:0(18)=8:0(17)=99:R%=9:GOTO1050 
1750 PROCd("BTN;LZWP;T]];OS';~_\';T];OS 
':XSZHV;ZU_;;_R'"):GOTO1810 
1760 PROCd("OS';LZWWH;T];OS':XTVKI'HHTI 
;XWTH';RU;;;:ZU_;BTN;ZI~;HWTLWB;XINHS'_: 
Y'OL"U; OS' ; ; LZWWH" ) : GOTO1810 
1770 PROCd ( "BTN; OIRK; TM' I; Z; ] "W'I;T] ;0 
S';KWZUO;ZU_;BTNI;YT_B;HOZIOH;OT;_RHHTWM 
';RU;OS'; : ;; ;_R\'HORM';QNRX'H”) :GOTOl8lO 
1780 PROCd("BTN;]ZWW;_TLU;OS';STW';ZU_; 
YI'ZP;BTNI;;;U'XP"):GOTO1810 
1790 PROCd("OS';VRU';'CKWT_'H;ZU_;BTN;S 
ZM':HZM'_;OS''ZIOS;YNO;BTN;SZM';_R'_;RU; 
OS';ZOO'VKO"):GOT01810 
1800 IF 0$ (8)="Z;WRO;OTIXS" AND 0(8)=-l 
PROCd("BTNI;OTIXS;XT'H;TNO"):T%=1:RX=13 
:GOSUB810:GOTO1050 ELSE RX=13:GOTO1050 
1810 PRINT"OH DEAR YOU APPEAR TO HAVE D 
IED" 

1820 PRINT"YOU REALLY MUST BE MORE CARE 
FUL IN" 

1830 PRINT"FUTURE IF YOU WANT TO GET ON 
IN THIS GAME" 

1840 ptr = l;GOSUB 1520 

1850 END 

1860 DEFPROCend 

1870 PRINT"WELL DONE.YOU HAVE SAVED THE 
EARTH AND ARE AWARDED THE TRIPLE STAR. 
YOUR SCORE IS 800 OUT OF 800":END 
1880 RESTORE 2030 
1890 V=0:REPEAT 
1900 READ T$ 

1910 V=V+1 

1920 UNTIL V$=T$ OR T$="*" 

1930 IF T$="*" PRINT"Verb not known!*": 
GOTO270 

1940 IF N$ ="" N = 0:GOTO2010 ELSE IF V=l6 

OR V=17 GOTO2010 

1950 RESTORE 2040 

I960 N=0:REPEAT 

1970 READ T$ 

1980 N=N+1 

1990 UNTIL N$=T$ OR T*="*" 

2000 IF T*="*" PRINT"Noun not known!*": 
GOTO270 

2010 ON V GOSUB380.380,380.380,380.380, 
440.440.530,570.570,620,620.660.690,710. 
710.770,810.840,890,940.990,1300,1100,11 
30.1140,1180,1190.1260,1260,10 50,1380,14 
50,1480.1480,1480.1520,1610.1650,620.620 
2020 GOTO270 

2030 DATAN, S. E.W,U,D.GET,TAKE,DROP.INVE 
,INV,SMAS,BREA.KILL,HOLD,SAY,SHOU.ON.OFF 
,LIGH, LOAD.SAVE,OPEN,THRO,TELE,SLEE, TIE, 
UNTI,FIRE.PUSH,PRES.LOOK,EXAM,HELP,LIFT. 
RIP.PULL.SCOR,DRIN,PRIM,KICK.HIT.* 

2040 DATABRAC,MINE.MATC,ROPE,BOX,WIRE,R 
OD,TORC,BOTT.LEG,DROI.META,SCRE.BLAS,CAM 
E,ANDR,HOLE,BED,HATC,PLAN,BUTT,BRID,DOOR 
.OPEN,BREA,PANE,LASE,COMP.CHAS.RUBB,DOME 
.BATT.ROBO,CARP,CHUT,JUIC,TABLE,AIRL 
, * 

2050 END 

2060 DEFPROCd(D$) 

2070 $&A00=D$ 


2080 CALL&COO 

2090 PRINT:ENDPROC 

2100 DEFPROCobj:RESTORE 2150 

2110 FORN=l TO 23 

2120 READ 0$(N),O(N) 

2130 NEXT 
2140 ENDPROC 

2150 DATA"Z;O'W'KTIO;YIZX'W'O".-1."Z;WR 
VKRO:VRU'",-1,"Z;YTC;T];VZOXS'H",4."Z:W' 
U\OS:T];UBWTU;ITK'",5 
2160 DATA"Z:HVZWW;YWZXP;YTC;NU_'I;;:OS' 

;LZWPLZB",6,"Z:KR'X~;T];HOR]];LRI'". 99. " 
Z;V'OZW;It_",8,"ZU;NUWRO:OTIXS",99 
2170 DATA"Z;YTOOW';T];QNRX"",9."ZU;ZU_I 
TR_;W'\",99."Z;HVZWW;_ITR_",99,"Z;HSRUB; 
HS"0; T] : V'OZW”, 1, **Z;HXI'L_IRM'I". 14. "Z; 
YWZHO'I",99 

2180 DATA"OS~;_TTI;RH;UTL:TK'U". 99 
2190 DATA"Z;YWTLU6NK;MR_'T;XZV'IZ;SZUXH 
;]ITV;OS';;LZWW".99 

2200 DATA"ITLH;T];]ZX'W'HH;ZU_ITR_H;HRO 
;ZO;OS';;;;XTVKNO'IH",8 
2210 DATA"OS':I'VZRUH;T]:ZU_ITR_H;XTM'I 
;OS':)WTTI",99 

2220 DATA"Z;XZKRUX;STW';W'Z_H:_TLULZI_H 
", 99 

2230 DATA"Z;WZI\'7V'UZXRU\;VZU6'ZORUX;K 
WZUO:YZIH;;BTNI;LZB",19 
2240 DATA"Z:WZIX';VZU6'ZORU\;KWZUO:WR'H 
;_'Z_:S'I'",99 

2250 DATA"OS';YIR_\';SZH;'CO'U_'_:HTNOS 
LZI_.H", 99 

2260 DATA"OS' : SZOXS; SZH: Y"U; TK'U'_; OT: 
I'M'ZW:Z;;;_ZIP;STW'",99 
2270 

2280 DEFPROCroomdata 
2290 RESTORE 2340 
2300 FORL=l TO 23 

2310 READ R$:FORM=l TO 6:D(M,L)=(ASC( 
MID$(R$.M,1))-65>:NEXTM 


2320 


NEXTL 


2330 

2340 

2350 

2360 

2370 

2380 

2390 

2400 

2410 

2420 

2430 

2440 

2450 

2460 

2470 

2480 

2490 

2500 

2510 

2520 

2530 

2540 

2550 

2560 


ENDPROC 

DATAdAAAAA 

DATADBAAAA 

DATAAdAAAA 

DATAeFDAAA 

DATAEAAAAA 

DATAHEAAAA 

DATAKGIAAA 

DATAAAfHAA 

DATAAAAIAA 

DATAAHAAAA 

DATAA1MAKA 

DATAAALAAP 

DATALgAAAA 

DATANRAVAA 

DATAAhAAAA 

DATAPAAAMA 

DATAOATSAA 

DATAAARAAA 

DATAAA1RAA 

DATAAAATAA 

DATAAAOAAA 

DATAAAOAAA 

DATAANMAKA 
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CAR RACE 


3010 
3020 
3030 
3032 
; :NE: 
3040 


mtt—T g W$ Ip’ ’ v * w x |m ^ vii&Pfl- iM * tiailis® 

V. ; •.- «, : ' , 

Keep the revs up for some super race track The race begins when either joystick is 3080 

action for one or two players. moved. If you crash, your car is put back to 3090 

The race circuit is seen from above and two the beginning of its current lap. Hitting the 3no 

car — blue and red—are ready attheir track boundary slows down the cars and 3120 

starting positions. You must aim to break the crashing with other obstacles causes the car 3130 

track record or beat the other car past the to explode. 3500 

finishing line. • NkkPearce 3510 

10 GRAPHICS 0:P0KE 82,0:? " CAR RACE" 3520 

20 ? " by Nick Pearce, (c) 1984":G0SUB 8000 3600 

200 G0SUB CARS:G0SUB INFO 3630 

360 FOR P=0 TO 1:P0KE CRASH+P.O:NEXT P:F0KE 19,0:P0KE 20,0 3640 

339 REM *** LOOP 3680 

400 FOR P=0 TO 1 3700 

410 IF PEEK(CRASH+P) THEN 600 3800 

420 IF PEEK(LAPS+P)=RACELAPS THEN POP :G0T0 800 3900 

490 NEXT F 3995 

500 IF PEEK(CONSOL)=START THEN 200 4000 

550 GOSUB SHOW:IF TIME<6000 THEN 400 7999 

560 GOTO 200 8000 

539 REM CRASH 8100 

600 SOUND P,38,0,14:POKE PC+P.64 8120 

610 FOR 1=0 TO 30:POKE PC0L+P,RND(0)*255:NEXT I:SOUND P,0,0,0 8140 

620 POKE PC+P,80:P0KE PX+P,PX(P):P0KE PY+P,PY(P) 8220 

640 POKE PC0L+F,PC0L(P):P0KE PC0L+2+P,PC0L(P+2):P0KE PC+P,0:P0KE CRASH+P.O 8230 

690 GOTO 490 8240 

799 REM RACE OVER 8250 

800 FOR K=14 TO 2 STEP -1:SOUND 0,40,G,K:NEXT K:GOSUB SHOW 8260 

810 RACED=l:CHAMF$="BLUE":IF P THEN CHAMP$="RED" 8270 

820 FOR P=0 TO 1:P0KE CRASH+P.l:SOUND P,0,0,0:NEXT P 8250 

825 FOR N=1 TO LEN(CHAMP$):CHAMP$(N,N)=CHR$(ASC(CHAMP$(N))+128):NEXT N 8290 

830 RTIME$=STR$(TIME):IF TIME<BEST THEN BEST=TIME 8300 

835 FOR N=1 TO LEN(RTIME$):RTIME$(N,N)=CHR$(ASC(RTIME$(N))+128):NEXT N 8310 

840 GOSUB DELAY:G0T0 200 8320 

999 REM *** SHOW 8330 

1000 TIME=INT((PEEK(19)*256+PEEK(20))/5) 8340 

1010 N$=STR$(TIME):M$="0000":M$(5-LEN(N$))=N$ 8350 

1020 POSITION 28,22:FOR 1=1 TO 4:? CHR$(ASC(M$(I))+224);:NEXT I 8360 

1040 N$=STR$(P£EK(LAPS)):M$="00":M$(3—LEN(N$))=N$ 8370 

1050 POSITION 22,22:FOR 1=1 TO 2:? CHR$(ASC(M$(I))+128);:NEXT I 8390 

1060 N$=STR$(PEEK(LAPS+1)):M$="00":M$(3-LEN(N$))=N$ 8400 

1070 POSITION 36,22:F0R 1=1 TO 2:? CHR$(ASC(M$(I))+128);:NEXT I 8500 

1090 RETURN 8520 

1999 REM *** CARS AT START EXT 

2000 FOR F=0 TO 1:SOUND P,0,0,0 9000 

2010 POKE PX+P,FX(P):P0KE PY+P,PY(P):P0KE PC+P,0 9020 

2020 POKE PC0L+P,PC0L(P):P0KE PC0L+2+P,PC0L(P+2) 9040 

2030 POKE LAPS+P,0:P0KE LINE+P,0:P0KE COUNT+P,1:POKE CRASH+P,1 9100 

2050 NEXT P 9110 

2090 RETURN 9120 

2999 REM *** INFO DISPLAY 9150 

3000 J=0:SOUND 0,100,10,4:G0SUB DELAY:SOUND 0,0,0,0 9160 

3002 J=J+1:IF J=4 THEN J=1 * 9200 


26 









CAR RACE 


3010 POSITION 0,22:? BLANKS;:POSITION 0,22 
3020 IF J=1 THEN ? " car race":GOTO 3050 

3030 IF J< >2 THEN 3040 

3032 ? " race is ";:N$=STR$(RACELAPS):FOR N=1 TO LEN(N$):? CHR$(ASC(N$(N))+224) 
;:NEXT N:? " laps":GOTO 3050 

3040 ? " track record";CHR$(26);" :N$=STR$(BEST):F0R N=1 TO LEN(N$):? CHR$(ASC 
(N$(N))+224);:NEXT N 

3050 FOR 1=1 TO 5:G0SUB DELAY:IF PEEK(CONSOL)=START THEN 3500 
3060'POSITION 20,22:? BLANKS;:POSITION 20,22:? " PRESS START" 

3080 IF PEEK(CONSOL)=START THEN 3500- 

3090 GOSUB DELAY:POSITION 20,22:? BLANKS;:POSITION 20,22 
3110 IF NOT RACED THEN ? " PRESS START":GOTO 3130 
3120 ? " ";CHAMPS;" WON IN ";RTIME$; 

3130 IF PEEK(CONSOL)< >START THEN NEXT I:GOTO 3002 
3500 POP :POKE 77,0 

3510 POSITION 0,22:? " blue ";CHR$(140);"time";CHR$(140);" red";CHR$(140) 

3520 POSITION 20,22:? BLANKS;:FOR P=0 TO 1:SOUND P,186,4,6:NEXT P 
3600 POSITION 24,22:? "go! go! go!":GOSUB DELAY 
3630 IF STICK(0)< >15 OR STICK(1)<>15 THEN 3700 

3640 POSITION 24,22:? "go! go! go!":GOSUB DELAY 
3680 IF STICK(0)=15 AND STICK(1)=15 THEN 36C0 
3700 POSITION 20,22:? BLANKS; 

3800 POKE 77,0:F0R K=14 TO 2 STEP -1:SOUND 0,40,G,K:NEXT K 

3900 RETURN 

3990 REM *** DELAY 

4000 FOR K=0 TO 50:NEXT K:RETURN 

7999 REM *** INITIALIZE 

8000 3ETC0L0R 1,1,0:SETC0L0R 2,13,10:3ETC0L0R 4,11,2 
8100 C0NS0L=53279:START=6:SDMCTL=559:POKE 752,1 
8120 RACELAPS=10:BEST=6000:RACED=0 


8140 SH0W=1000:CARS=2000:INF0-3000:DELAY-4000 


'You are presented with a birds—eye view" 

'of a motor racing circuit. A blue car" 

'and a red car are ready at their start-" 

'ing positions. The race is over ";RACELAPS;" laps" 

'of the track (in clockwise direction)." 

'Try to break the track record or beat" 

'the other car to the finishing line!!" 

'Use a joystick to drive your car (BLUE" 

'in jack 1 and RED in jack 2); press the" 

'trigger to go at full speed. The race" 

'begins when either stick is moved. The" 

'time is measured in tenths of seconds." 

'If you crash, your car is put back to" 

'the beginning of it's current lap." 

'To restart the race at any time, press" 

'the START key." 

' PRESS START"; 

8400 IF PEEK(C0NS0L)< >START THEN 8400 

8500 FOR 1=1 TO 2:POSITION 12,23:S0UND 0,100,10,8:? "wait 15 seconds"; 

8520 GOSUB DELAY:POSITION 12,23:S0UND 0,0,0,0:? " ";:G0SUB DELAY:N 

EXT I 

9000 RAMT0P=106:MYT0P=PEEK(RAMT0P)-12:P0KE RAMT0P,MYT0P:MEM=MYT0P*256 
9020 GRAPHICS 0:SETC0L0R 4,11,2:P0KE SDMCTL,0:D=PEEK(560)+256*PEEK(561) 

9040 POKE D+3,68:F0R I=D+6 TO D+26:P0KE 1,4:NEXT I:POKE D+27,6:P0KE D+28,6 
9100 CHIGH=206:C0UNT=207:PC0L=704:PP=1536:PC=1544:PX=1548:PY=1552 
9110 CRASH=1560:SKID=1562:LAPS=1564:LINE=1566 
9120 PMBASE=54279:GRACTL=53277:GPRI0R=623:CHBAS=756 

9150 DIM M$(6),N$(6),PX(1),PY(1),PC0L(3),CHAMP$(4),BLANK$(20),RTIME$(5) 

9160 BLANK$=" " 

9200 DIM FILL$(17):F0R 1=1 TO 17:READ J:FILL$(I)=CHR$(J):NEXT I 


8220 

8230 

8240 

8250 

8260 

8270 

8250 

8290 

8300 

8310 

8320 

8330 

8340 

8350 

8360 

8370 

8390 


27 CONTINUED 








CAR RACE 


9210 DATA 104,104,104,133,208,160,0,132,207,104,104,145,207,200,208,251,96 

9220 DIM C0PY$(23):F0R 1=1 TO 23:READ J:COPY$(I)=CHR$(J):NEXT I 

9230 DATA 104,104,104,133,206,104,104,133,208,160,0,132,205,132,207,177,205,145, 

207,200,208,249,36 

9249 REM CHARSET 

9250 FOR 1=0 TO 3:K=USR(ADR(C0PY$),224+1,MYTOP+I):NEXT I 

9260 FOR 1=24 TO 127:READ J:POKE MEM+I,J:NEXT I:POKE CHBAS,MYTOP 

9270 DATA 85,85,35,85,85,85,35,85 

9272 DATA 1,13,13,5,21,213,213,85 

9274 DATA 85,37,87,84,80,112,112,64 

9276 DATA 64,112,112,80,84,87,87,85 

9278 DATA 85,213,213,21,5,13,13,1 

9280 DATA 245,85,85,85,85,85,85,85 

.9282 DATA 85,35,35,35,85,85,35,95 

9284 DATA 213,213,213,213,85,85,85,85 

9286 DATA 85,35,85,£5,87,87,87,87 

9288 DATA 0,12,51,0,0,48,204,0 

9290 DATA 101,101,101,101,101,101,101,101 

9292 DATA 48,12,48,12,48,12,48,12 

9294 DATA 0,0,255,0,255,0,255,0 

9299 REM PMG 

9300 FOR I=MYT0P+8 TO MYTOP+11:K=USR(ADR(FILL$),1,0):NEXT I 
9310 K=USR(ADR(FILL$),6,0):POKE PMBASE,MYTOP+4:POKE GPRI0R,33 
9340 FOR 1=0 TO 3:POKE Pr+I,MYT0P+8+I:NEXT I 

9350 FOR 1=1605 TO 1611SREAD JiPOKE I.JsNEXT I:DATA 32,48,16,0,48,32,16 
9380 PCOL(0)=122:PCOL(1)=58:PCOL(2)=254:POOL(3)=254 
9390 PX(0)=158:PX(1)=166:PY(0)=54:PY(1)=54 

9400 FOR 1=0 TO 79:READ J:POKE MEM+1792+I,J:NEXT I:POKE CHIGH.MYTOP+7 

9420 DATA 0,24,24,24,24,24,24,0 

9424 DATA 0,36,36,0,0,36,36,0 

9428 DATA 0,0,60,60,60,0,0,0 

9430 DATA 0,36,36,0,0,36,36,0 

9440 DATA 0,16,56,56,28,28,8,0 

9450 DATA 16,16,0,36,36,0,8,8 

9470 DATA 0,3,28,28,56,56,16,0 

9480 DATA 8,3,0,36,36,0,16,16 

9482 DATA 73,235,126,63,124,254,91,16 

9484 DATA 33,132,16,66,8,34,64,16 

9499 REM VBI 

9500 FOR 1=1700 TO 1709:READ J:POKE I,J:NEXT I:POKE 1702,MYTOP+4 
9520 DATA 104,162,0,160,0,169,7,76,92,228 

9550 FOR I=MEM+1024 TO MEM+1346:READ J:POKE I,J:NEXT I:K=USR(1700) 

9600 DATA 216,162,1,189,24,6,208,66,214,207,208,62,188,132,2,200 
9610 DATA 152,24,125,26,6,149,207,188', 120,2,152,41,8,208,3,254 
9620 DATA 12,6,152,41,4,208,3,222,12,6,152,41,2,208,6,254 
9630 DATA 16,6,254,16,6,152,41,1,208,6,222,16,6,222,16,6 
9640 DATA 192,15,240,6,185,64,6,157,8,6,138,168,200,200,24,189 
9650 DATA 8,6,105,8,153,8,6,189,12,6,153,12,6,189,16,6 
9660 DATA 153,16,6,202,16,157,162,1,189,24,6,208,55,138,10,168 
9670 DATA 169,0,153,1,210,189,120,2,201,15,240,40,169,38,153,1 
9680 DATA 210,189,26,6,240,5,169,6,153,1,210,189,120,2,74,133 
9690 DATA 209,189,132,2,208,4,169,0,240,2,169,16,24,101,209,1(35 
9700 DATA 36,153,0,210,202,16,193,162,1,160,0,189,4,208,41,2 
9710 DATA 240,1,200,189,30,6,240,9,152,208,12,157,30,6,254,28 
9720 DATA 6,152,240,3,157,30,6,169,0,157,26,6,189,4,208,41. 

9730 DATA 8,208,7,189,12,208,41,3,240,7,169,1,157,24,6,208’ 

9740 DATA 37,189,4,208,208,7,169,20,157,26,6,208,25,41,4,208 
9750 DATA 18,138,168,200,i200,185,4,208,41,4,208,7,185,12,208,41 
9760 DATA 12,240,3,254,26,6,202,16,160,141,30,208,162,3,189,0 
9770 DATA 6,133,204,189,4,6,133,203,169,0,160,255,200,145,203,192 
9780 DATA 7,208,249,189,16,6,157,4,6,133,203,189,8,6,133,205 


9790 

9889 

9890 

9900 

9901 

9902 

9903 

9904 

9905 

9906 

9907 

9908 
3909 

9910 

9911 

9912 

9913 

9914 

9915 

9916 

9917 

9918 

9919 

9920 

9921 
9950 
9960 
9993 



Thee 
busit 
of hie 
Am 
very 
Yoi 
thetc 
busir 
Yoi 


i •' 




4 • n 

5 KEY 
" -f CHE 

6 IF 


y 


9 11 

10 MC 

•i cr ... ... 
J..J 

20 li 

30 >;>•; 
50 GO 
60 PE 
62 LG 
E roan 
65 

70 GO 


28 




SKYCAPERS 


9790 

9889 

9890 

9900 

9901 

9902 

9903 

9904 

9905 

9906 

9907 

9908 
3909 

9910 
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9960 
9999 


DATA 177,205,145,203,136,16,249,189,12,6,157,0,208,202,16,206,76,98,228 
REM DRAW TRACK 
POSITION 0,0 

"$((((((((((((((((((((((((-(((((((((((((&" 

"*#######)))))))##########-#############+" 

"'###)))% ///// ')))))))))-)######)))###+" 

",'##& . Ill III ///'))))%///'##+" 

. Illl, ,,*#+" 

,, $((((((((((((((((((((((& .*#+" 

",, $##+ , $########################&.*#+" 

$###%, $###))))))))))))###))))###+•*#+" 

$###%, $###% m m arm,, '##+.*#+" 


"$###%, $###% 
"*##%,, *##% 
••*#+ 


"*#+ 

"*#+ 

•'*#+ 

"*#+ 

nj 


, *#+ 

, *#+ 

, *#+ 

,*#+,, $###% 
*#+ , $###% 
$##+.,$###% 


$(((& ,, 

$#####& ,. 
$#mm& , 
$###% '###& 


##&,, *#+.*#+" 

##&, *#+.*#+" 

'##& *#+.*#+" 

'##&*#+.*#+" 

'####%.*#+" 


'###(((((###+,,*#+" 

'##########+,.*#+" 

*#+ $##+.,$###% ')>)))))))*,,*#+" 

•#+ ,, *#+" 

. $##+" 

"*######%, , .*####((((((((((((((((((((###+" 

"'))))% ,,,, '))))>)))))))))))))))))))))%" 

POKE 708,0:POKE 709,236:P0KE 710,152:P0KE 711,174SPOKE 712,178 

POKE SDMCTL,62:POKE GRACTL.2:POKE 752,1 

RETURN 


SKYCAPERS 


The economic situation is dire. Failed 
businessmen are leaping out of the windows 
of high-rise buildings at an alarming rate. 

And this does make the Inland Revenue 
very unhappy. Just think of all the lost taxes. 

You have been recruited into the ranks of 
the taxmen in an effort to stop these 
businessmen avoid paying their dues. 

You must position a trampoline below the 


• AMSTRAD 


falling executive and bounce him into the 
waiting arms of the taxman. Your wages will 
depend on how much money the taxman can 
collect. Allow too many businessmen to hit 
the floor and you'll be sacked. 

• David Mdean 
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SKYCAPERS 


RHD xX>====cloudx< t> AND x?:<cloudx< t >+3 TH 
EH da ';=-da': = z':== 1=SOUND 1,200,15,5 
1035 NEXT 

1037 IF zX==l THEN GOTO 1060 
1040 LOCATE xX,aX 

1050 PRINT GHR*< INK 193+4*RND< 1 >>> 

1060 b==b+l : IF b=3 THEN GOSUE: 1500 = b==0 
1493 RETURN 

1500 ’%%%% Move Bailiff ittt 

1510 bai1iff=baiIiff+1 : IF bailiff=30 THE 

N LOCATE bai1iff,6 = PRINT CHR*<32 j;CHR* <3 

2 >; CHR*< 11); CHR*< 8 >; CHR*< 32 ) = bai 1 iff = 1 
1520 LOCATE bai 1 iff.. 6 : PRINT bailiff* 

1538 PEN 3 : LOCATE bai1 iff+2/6 = PRINT head 
* 

1540 PEN 0 

1550 P oun':==P ou. iv-:-1 = PEN 2 = LOCATE 2,3 = PR IN 
T"#", Pour,': < SOUND 2,1,5,15 
1560 IF Pour,”:< 1 THEN GOTO 4000 
1570 PEN 6 : b=0 
1599 RETURN 

2000 tttt Move Stretcher- Team tit? 

2010 LOCATE mar,'-;, 23 = PR I NT CHR*< 32 ); CHR*< 

3 )CHR*< 9 >, CHR*< 32 >; CHR*< 10 >; CHR*< 8 >; CHR 
$v 32 > : ri',ar,‘;=r>,a1 

2020 LOCATE man?;, 23 : PEN 3 = PR I NT toP* 


2030 LOCATE mar,';, 24 = PEN 0 : PRINT bottom* 
2035 RETURN 

2040 LOCATE mar,':, 23 PR I NT CHR*< 32 >; CHR*< 
3 CHR*< 10 ); CHR$< 32 'y> L-HR* 1 '. 11 )CHR**; 3 )> CH 
R*< 9 ); CHR*< 32 ) : mar,":-mar,":+l 
2860 LOCATE man":, 23 : PEN 3 : PRINT top* 

2070 L 0 C A T E m a n";, 2 4 : P E H 0 : P RIN T b o 11 o m * 


2399 RETURN 

3000 '%%%% Collisions? -Lit? 

3010 IF x';>==bai l iff AND xkXbai l if f+3 THE 
N scf':= 1 = SOUND 2, 16,20, 15, 1,10 
3020 da '-;=-da V. 

3999 RETURN 

4000 •'%*%% Lose A Life %%%% 

4010 1 i ves':= 1 i ves'-:-1 : IF livesXCl THEN GO 
TO 9800 

4015 PEN 2 =LOCATE 18,2 = PRINT"MEN", 11 vesZ 


4020 PEN 2 : LOCATE 15,12 : PRINT"AAARGH !" = 

SOUND 1,1500,15,15,5,5,12 

4030 FOR t=l TO 400 : NEXT 

4100 11 :-:=0 : p ou.r,'-;=200 = manX== 15 

4110 GOTO 30 

4500 •• ttit Score **** 

4505 sc'-:=sc';+P our,'; 

4518 PEN 3 

4520 LOCATE 2,2=PRINT"1UP " , sc* 

4530 do 11 100 • P our,'-;=200 
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1 
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SYMBOL 
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, '•+C' 
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5060 

SYMBOL 
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• 23 

8 , 0 , 
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, 0 

5070 

SYMBOL 
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6 
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SYMBOL 
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, 191, 
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5090 SYMBOL 193,56,124,126,254,252,248,1 
12 

5035 SYMBOL 207,0,O,0,@,68,126,126,255 

5108 SYMBOL 200,62,88,170,95,182,120,60, 
24 


51 

20 

SYMBOL 
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, 60 , i 

34 
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SYMBOL 
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30 

SYMBOL 
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> 0 , 0 . 

• 0 

5148 

SYMBOL 
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, 1 

02 
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5145 

SYMBOL 

206; 

■ 0 , 0 . 

• 0 

51 

50 

SYMBOL 

208, 

, 62, •: 

38 


128 

5160 SYMBOL 209,252,42,21,255,255,143,4, 


5170 ■' % 1 1 % S e t c h a r a c t er s t r i r, 9 s t % t % 

51 80 bottom*—CHR* 1 *. 203 .-'a-L-HR* 1 -. 9 1 -n -HR* 1 - 3 i+i ; 
HR*(205 ) 

513o top*—L'HR*r 200 )+CHR*<. 10 1 L- H R *204 .-'-r-u 
HR*r 206)+CHR*<11>+CHR*(282) 

5208 c 1 ou.d*=CHR*< 137 )+CHR*( 198 >+CHR*< 13S 1 


5210 bai l if t’*—CHR*t 32 ,+CHR*£ 209 .-'+CHR*( 11 
)+CHR*<3>+CHR*<32 >+CHR*( 207> 

5228 head*—L-HR* 1 :208 ) 

5999 RETURN 

6808 ■' %%%% Set Screen UP tttt 
6820 BORDER- 11 : PAPER 1=CLS 
6830 a*<1>=" " 

6048 a*<2 >="" 

6045 PEN 2=PAPER 8 

6850 FOR t==5 TO 25 : LOCATE 32,t : PRINT a*< 
1 ); = NEXT 

6860 FOR t=5 TO 25 STEP 4 : LOCATE 32,t=PR 
I NT a*<2); : NEXT 

6070 PLOT 1,340,0-'DRAW 6*36,2*40, 0 : DRAW 63 
6 ,393,0•DRAW 1,399, 8 •DRAW 1,340,8 
6088 PAPER 1 : LOCATE 2,2-PEN 3 : PRINT" 1 UP" 
; sc": * LOCATE 36, 2 : PR I NT" HI"; h i = PEN 2 = LOC 
ATE 2,3 : PR I NT " #", P our,': •• LOCATE 30,3: PR I NT 
" * ", do 11'-; : LOCATE 18,2 = PR I NT " MEN "; l i ves 


6030 PEN 3-PiJR t—1 To screen": ■ c loudx 1 : t i— 
INK1+26*RND<1>) = cloudaCt >=INT<8+5*RND<8 
>) = LOCATE cloudxCt >,c1ouda<t > = PRINT c1ou 
d* = NEXT 
6993 RETURN 

8088 ■'%%%% Title Screen tttt 

8805 I NK 1,11 = 1 NK 2,6=1 NK 8,8=1 NK 3 ,26 = M 

ODE 1=PAPER 1= CLS 

8818 t*=="S Y A E S" = b*===" K C P R "=ac===2 
8820 IF ac=l THEN ac=2 = ca = l ELSE ac==l=ca 


8030 PEN 0=LOCATE 4,7=PRINT"The Cast"=PE 

N 2 = LOCATE 4, 8 = PRINT"-" 

8040 PEN 3=LOCATE 4,18=PRINT top*=PEN @= 
LOCATE 4,11= PRINT bottom*," ..... Fred 
& Bill" 

8850 LOCATE 5,13 = PRINT bai l iff* = PEN 3 = L0 
CATE 7,13 = PRINT head*; = PEN 8 = PRINT" 

... Super Bailiff" 

8860 LOCATE 6,15=PRINT CHR*<196>;" 

... The Debtter" 

8078 PEN 3=LOCATE 5,17=PRINT cloud*, =PEN 

8 =PRINT" . The Cloud" 

8880 PEN 2=LOCATE 10,28=PRINT"Press l fo 
r instructions"=LOCATE 18,22 = PRINT"Press 
ana k ea to P 1. a a " 

8885 PEN 3 = LOCATE 16,ac = PRINT t* = PEN 0 = L 


OCR! 
809C 
8106 
9395 
9086 
9016 
9026 
9035 
9046 
9056 
t+1 
9066 
333'z 
1 @06 
1001 
,1=F 
1002 
1002 
e ci 
i an 



10 E 

12 F 

13 V 

15 F 

16 F 

17 F 

18 

19 

20 
21 
22 
23 
T. 

2 a 
26 
28 
30 
32 
34 
36 

38 

39 F 

40 F 

41 R 

42 F 

43 P 

44 F 
59 FI 
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LOW LEVEL 


OCflTE 16,cy =PRINT b* 

8096 c$=INKEY$ • IF c$="" THEN 8020 
8100 IF c*=" i" OR c*="I" THEN i = l 

8999 RETURN 

9000 •' Gam© over $### 

9010 a$="GAME OVER" 

9020 PEN 2 : LOCATE 18,2 : PR I NT" MEN "; 1 i vesX 
9035 PEN 0 

9040 IF sc'Ohi'i THEN hiX~&cX 
9A5A FOR t~l TO 9 : l$=MI-D*<a$,t,1> : LOCATE 
■h+14, 12 : PR I NT 1 $; : FOR s= 1 TO 200 : NEXT 
9060 NEXT 
9999 GOTO 8 
1A000 ' I instruct- i ons 

10010 MODE 1 : PEN O•PAPER 1 : CLS : LOCATE 14 
.1:PRINT"Instructions" 

10020 LOCATE 14,2 = PR I NT " -.-.—." 

10030 PRINT : PRINT"Once upon a time in th 
© city of London a. cert a. in female Politic 
ian who will remain u named, b©cam© 


Prime Minister of Jolly old En91and. 

10040 P RIN T 11 S u d d e n 1 y J o 11 y o 1 d E n 91 a n d b 
©came not so Jolly as th© t! : went down a 9 a. 
inst the $. 

10050 P RIN T " A s t h i s h a P P e n © d t h e P© o P1 © 
of En91 and b©cam© bank ruP t and started 
c o m m i t i n 9 s u i c i d e. 

10060 PRINT : PRINT" You 9u.ide Fred & Bill 
the tax coElectorsleft & ri9ht with your 
Joystick to try to bounce th© People u 
P to"*SUPER BRILIFFat the top of the sere 

© Tl» " 

10078 PRINT"If you do this you 9©t the t 
ax the Person owes you if you don't 

before the # reaches W then you lose a 
life." 

10080 PRINT = PRINT = PRINT = PRINT" Pr 

P-S.-S. .:q key to start" 

10090 c$=INKEY$ : IF <=*="" THEN 10090 
10100 RETURN 


LOW LEVEL 


• CBM 64 


converted Commodore graphic symbols. For 
instance [CLEAR] means press SHIFT and 
CLR/HOME key. 

The^symbol, which appears in a number 
of lines, is the up-arrow T (just to the left of 
the restore key). 

• Ian Brown 


Test your flying skills as you fly close to the 
ground to avoid enemy radar, miss 
buildings and dodge the hostile planes the 
they swoop down from the sky. 

You don't have any weapons system but 
you do have large fuel reserves. But are you 
to up to facing this ordeal? 

Words inside quare brackets are 


10 POKE18025,0:POKE18026,IsPOKE18020,0 

12 REM ** ENABLE ALL 8 SPRITES ** 

13 V=532U8:POKEV+21,255 

15 REM ** SET ALL SPRITES TO MULTICOLOUR MODE ** 


16 POKEV+28,255 

17 REM ** COLOUR ALL SPRITES ** 

18 POKEV+37.0:REM MULTICOLOUR 1 

19 POKEV+38,12:REM MULTICOLOUR 2 

20 POKEV+39. 15: POKEV+il6,15: POKEV + U5. 15: REM COLOUR SPRITES 0,6,7 LIGHT GREY 

21 POKE53280,6:POKE53281,6:REM *** BACKGROUND AND BORDER BLUE *** 

22 PRINT"[CLEAR][WHITE]LOW LEVEL WAS WRITTEN BY IAN BROWN." 

23 PRINT"GRAPHICS BEING DEFINED AND MACHINE CODE BEING ENTERED.[RIGHT]PLEASE WAI 

rji ft 

2a REM ** DISABLE I/O AND KEYBOARD SCAN ** 

26 POKE56334,PEEK(56334)AND254:POKE1.PEEK(1)AND251 
28 REM ** COPY FIRST 63 CHARACTERS FROM ROM ** 

30 FORI=0TO63:FORJ=0TO7:POKE12288+I*8+J,PEEK(53248+1*8+J):NEXTJ:NEXTI 
32 REM ** ENABLE I/O AND KEYBOARD SCAN ** 

34 POKE1,PEEK(1)OR4:POKE56334,PEEK(56334)ORl 

36 REM ** COPY IN PROGRAMMABLE CHARACTERS FROM DATA STATEMENTS ** 

38 F0RI = 1T013:READCHAR:FORJ=0TO7:READNO:POKE12288 + CHAR*8 + J,NO:NEXTJ : NEXTI 

39 REM ** CLEAR MEMORY FOR THE SPRITES ** 

40 FORX=0TO129:POKE832+X,0:NEXTX 

41 REM ** COPY IN PLANE CONTROLLED BY PLAYER FROM DATA STATEMENTS ** 

42 FORX=0TO34:READQ:POKE832+X,Q:NEXTX 

43 REM ** COPY IN ENEMY PLANE FROM DATA ** 

44 FORX=0TO34:READQ:POKE896+X,Q:NEXTX 

59 REM *** SET CHAR MEMORY POINTER TO MEM. 12288 *** 
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LOW LEVEL 


60 POKE53272.(PEEK(53272)AND240)+12 201 

69 HEM *** ENABLE MULTICOLOUR MODE PROG. CHARS. *** 202 

70 POKE53270,PEEK(53270)OR16 203 

71 POKE53282.11:REM MULTICOLOUR 1 20tt 

72 POKE53283.0: REM MULTICOLOUR 2 205 

79 REM ** POKE DATA FOR M/C SCROLLING ROUTINE INTO MEMORY ** 206 

80 FORX=0TO97:READQ:POKE16384+X,Q:NEXTX 207 

8/1 REM ** POKE DATA FOR M/C ROUTINE MOVING ENEMY PLANE 1 INTO MEMORY ** 208 

85 FORX=0TO49:READQ:POKE16500+X,Q:NEXTX 2 Z/9 

89 REM ** POKE DATA FOR M/C ROUTINE MOVING ENEMY PLANE 2 INTO MEMORY ** 250 

90 FORX=0TO89:READQ:POKE16600+X,Q:NEXTX 699 

94 REM ** POKE IN M/C ROUTINE MOVING ENEMY PLANES 3 AND 4 INTO MEMORY ** 700 

95 FORX=0TO89:Q=PEEK(16600+X):P=Q:IFQ=4THEN100 701 

96 IFQ=5THEN102 702 

97 IFQ=90THEN104 703 

99 POKE16700+X.Q:POKEI68OO+X,P:NEXTX:GOTO107 7 04 

100 IFPEEK(16601+X)=208THENQ=6:P=8 70 6 

101 G0T099 707 

102 IFPEEK(16601 + X)=2 08THENQ=7 5 P=9 7 08 

103 G0T099 73 il 

10/1 IFPEEKL 16601+X) =70THENQ=91: P=92 735 

105 G0T099 73 6 

107 POKE1671ZI. 8: POKE16716,8: POKE16723.247: POKE16739.8: POKE16744,140 73 S 

108 POKE16814,16:POKE16816,16:POKE16823.239:POKE16839.16:POKE16844,180 RIG fi 

109 REM ** POKE IN M/C ROUTINE MOVING ENEMY PLANE 5 INTO MEMORY ** 739 

110 FORX=0TO49:Q=PEEK(16500+X):IFQ=2THEN113 746 

111 IFQ=3THEN115 747 

112 POKE16900 + X, Q: NEXTX: GOTOH8 HT] [ 

113 IFPEEK(16501+X)=208THENQ=10 LOW 

114 GOTOH2 748 

749 

115 IFPEEKC16501+X)=208THENQ=11 750 

116 GOTOH2 RIGK 

118 POKE16914,32 752 

119 POKE16916.32 RIGK 

120 POKE16923.223 754 

121 POKE16939.32 RIGK 

122 POKE16944.155 756 

124 REM ** POKE IN M/C CONTROL ROUTINE FROM DATA ** RIGK 

125 FORX=0TO36:READQ:POKE17000+X.Q:NEXTX 758 

127 REM ** POKE IN M/C ROUTINE MOVEING PLANE CONTROLLED BY PLAYER FROM DATA ** 7 60 

128 FORX=0TO93:READQ:POKE17100+X.Q:NEXTX 762 

129 REM ** POKE IN M/C ROUTINE CHECKING FOR COLLISIONS FROM DATA ** 7 64 

130 FORX=0TO27:READQ:POKE17200+X,Q:NEXTX 7 66 

132 REM ** POKE IN M/C ROUTINE MAKING PLANE ENGINE SOUND EFFECT ** p 

133 FORX=0TO37:READQ:POKE17300+X,Q:NEXTX 7 68 

138 G0T0747 770 

173 REM *** SET UP BACKGROUND *** 77 2 

174 PRINT"[CLEAR][DOWN][DOWN][DOWN][DOWN][DOWN][DOWN][DOWN][DOWN][DOWN][DOWN][o 77 H 

4] @[[\ " 776 

175 PRINT" [ c 4] @[[\ @[[\ ]'"'' @[[\ @[[\" 777 

176 PRINT" [ c 8] ]''■'" ]""'' ] $&’ $&’ ] $&• ]"'■''" 779 

177 PRINT" [ c 6] ]''"•' ]~~~ ]~"~ # # ]'"" # ]''■'"" 780 

178 PRINT"[c 6 ])_!!!)_!!!)_!!!)))()))()))_!!!))())_!!!) " 999 

179 PRINT"[DOWN]" 1000 

180 PRINT"[CYAN] ) ))) ) ) [GREEN] ) ))) ) )))))" 1001 

181 PRINT"[CYAN] ) ) ) ) ) [GREEN] ) ) ) ) ) )" 1002 

182 PRINT"[CYAN] ) ) ) ) ) ) [GREEN] ) )) ) ) )) )" IO03 

183 PRINT"[CYAN] ) )))))) [GREEN] ) ) ) ) ) )" 1004 

184 PRINT"[CYAN] ))) ))) ) ) [GREEN] )))))) ) ))) )))[UP][UP][UP][UP][U 1005 

P][UP][WHITE]" 1006 

185 REM ** COLOUR 4 CHARACTER SPACES AT THE RIGHT OF THE SCREEN ** 1009 

186 POKE55855.15:POKE55815.15:POKE55775.11:POKE55735.11 1010 

187 REM ** CONTROL VERTICAL STARTING DIRECTION OF SPRITES 2.3.4 ** 10H 

189 POKE18010,0:POKE18011,0:POKE18012,222 1012 

197 REM ** SET SPRITE POINTERS TO THE AREAS OF MEMORY WHICH CONTAIN THE DATA ** iqi 3 

198 POKE2040,13:POKE2046.13:POKE2047.13:REM SPRITES 0.6.7.BLOCK 13 1014 

199 F0RX=1T05:POKE2040+X.14:NEXTX:REM SPRITES 1 TO 5 .BLOCK 14 1015 

200 REM ** POSITION SPRITES FOR START ** 1019 
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201 POKE53248,60s POKE53249.70: REM SPRITE 0 „ r , DTn , E . , 

202 POKE5326U,126:POKE53250,100:POKE53251.70:REM SPRITE 1 

203 POKE53252.255: POKE53253. H0:REM SPRITE 2 

204 POKE53254,100:POKE53255.55:REM SPRITE 3 

205 POKE53256,170:POKE53257.85:REM SPRITE 4 

206 POKE53258,125:POKE53259.100:REM SPRITE 5 

207 POKE53260,0:POKE53261,176:REM SPRITE 6 

208 POKE53262,220:POKE53263.176:REM SPRITE 7 

2tt9 REM ** CLEAR COLLISION DETECTION LOCATIONS ** 

250 POKEV+30,255:K=PEEK(V+30):POKEV+31.255:K=PEEK(V+31) 

699 REM ** CALL M/C ROUTINES.INCREASE SCORE AND CHECK IF LIFE LOST 

700 SYS 17000 : IFPEEK( 18020 ) >0THEN700 

701 IFPEEK(18026)<>0THENS=S+1:PRINT"[UP] SCORE ;S:GOTO700 

702 REM ** LIFE LOST ** 

703 POKE18026, 1 

704 REM ** SOUND EFFECT ** 

Vo, w,™,.!**™,***™ 

708 POKEW+&,0 

73^1 IFPEEK( V-»-21) =255THENPOKEV+21,191s G0T0174 
735 IFPEEK(V+21) =191THENPOKEV-*-21,63s G0T017^ 

III [WHITE] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT], [RIGHT] [RIGHT] [RIGHT] [ 

RiIhtHRIGHTHRIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] GAME OVER" 

739 FORX=1TO4000:NEXTX 

7tt7 POKEV + 21 ^"l92:POKEV + 16,6 tl: PRINT"[CLEAR] [DOWN] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIG 

It] [rightMright]Bright][right][right][right][right][right][right][right][right] 

LOW LEVEL" 

7/18 POKE2046,13:POKE2047.13: POKEV+14 . 7k : POKEV + 15.70 

?50 print"1down]BrightMright][right][right][right][right][right][right][right][ 

RTTHTl TRXGHTl [RIGHT] [RIGHT] [YELLOW] HIGH SCORE [WHITE] *H - r 

752 PRINT"[DOWN][RIGHT][RIGHT][RIGHT][RIGHT][RIGHT][RIGHT][RIGHT][RIGHT][RIGHT][ 

[—] [rxgh T] [R xght] f 

^^PRINT^DOWNf^RlGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [RIGHT] [ 

RIGHT]OR THE FOLLOWING KEYS:[DOWN]" 

- - -’ UP" 

DOWN" 


758 PRINTSPC(15)"[WHITE]A[YELLOW] 

760 PRINTSPC(15)"[WHITE]Z[YELLOW] 

762 PRINTSPC(15)"[WHITE]N[YELLOW] = LEFT" 

tA/i prtNTSPC ( 1 M f WHITE 1 M [ YELLOW ] = RIGHT [WHITE] 

766 PRINT"[DOWN]AFTER BOMBING AN ENEMY INSTALLATION YOU ARE RETURNING HOME.OUT 

768 PRINT"AMMO BUT HIGH ON FUEL. YOU MUST FLY LOW OVER THE CITY SO AS TO 

770 PRINT"KEEP UNDER THE ENEMY RADAR. AVOID THE SUICIDAL ENEMY PLANES WHICH ; 

772 PRINT" FLY DIRECTLY IN YOUR PATH AND WATCH OUT FOR THE TOPS OF THE , 

776 prJn?Udown?":spc( 6 ):"[yellow]press space or fire to start[HOME]": s=o 

777 IFPEEK(197)=600RPEEK(56320)=111THEN780 

779 G0T0777 

780 FORX=0TO13: POKEV+2+X, 0: NEXTX: POKEV + 21,2 55: G0T017^ 

999 REM ** DATA FOR FLATS ** 

1000 DATA 0.255.191.175.171.169.169.169.169: REM @ 

1001 DATA 27.255.255.255.255.85.85.105.105: REM [ 

1002 DATA 28 , 192 .240,252,255.85.85.105.105: REM \ 

1003 DATA 29,169.169.169.169.169.169.169.169: REM ] 

100k DATA 30.85.85.105.105.85.85,105.105: REM 

1005 DATA 31 . 169 . 233 . 2 tt 9 .255.255.255.255,255: REM _ 

1006 DATA 33.85.85.85.255.255.255.255.255: REM ! 

1009 REM ** DATA FOR PALM TREES ** 

1010 DATA 35 . 8 , 8 , 8 , 8 . 8 . 8 , 8 . 8 : REM # 

1011 DATA 36.0.0.3.15,63.252.2/10,195 : REM $ 

1012 DATA 38 . 0 ./ 18 , 63 . 255.252.63. 255.200 : REM & 

1013 DATA 39.0.0.192.2/10.252.63.15.195 : REM ’ 

1014 DATA 40 . 251 , 251 . 251 .234.255.255.255.255 :REM ( 

1015 DATA 41,255.255.255.255.255.255.255.255 :REM ) 

1019 REM ** DATA FOR PLANE CONTROLLED BY PLAYER **_ 
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1020 

DATA 

65.80.0.144,84.0,165 



1021 

DATA 

85.80,170,170.148,170.170 



1022 

DATA 

169.170.85.170.170,85.170 



1023 

DATA 

85,85. 85 . 1 .84, 0,1 



1024 

DATA 

80 , 0 , 1 , 6 / 1 , 0 , 0,0 



1029 

REM 

** DATA FOR ENEMY PLANES ** 



1030 

DATA 

0.5.65.0.21,7.5 



1031 

DATA 

85.95.23.255.255.127.255 



1032 

DATA 

255,255.85.255.255.85.255 



1033 

DATA 

85 . 85 . 85 . 0 , 21 .64 .0 



1034 

DATA 

5,64,0,1.64,0.0 



1039 

REM 

** DATA FOR M/C SCROLLING ROUTINE ** 



10 U0 

DATA 

173.144,5.141,80.70,173.184,5.141 



10 U1 

DATA 

81.70.173.224,5.141,82.70.173 .8 



1042 

DATA 

6 ,141, 83 . 70 . 173 ,48, 6 ,141.84.70 



1043 

DA JA 

162. 1 , 189 . 144 , 5 , 157 . 143 . 5 . 189 .184 



1044 

DATA 

5.157.183.5.189.224,5.157.223,5 



1045 

DATA 

189. 8 . 6 ,157,7, 6 .189,48, 6 ,157 



1046 

DATA 

47. 6 , 232 ,224.40. 208 , 221 , 173 . 80 .70 



1047 

DATA 

141.183.5.173. 81 ,70.141.223.5.173 



1048 

DATA 

82,70,141,7. 6 ,173.83.70,141.47 



1049 

DATA 

6 .173.84.70,141,87, 6 ,96 



1050 

REM 

** DATA FOR M/C ROUTINE MOVING ENEMY PLANE 1 ** 



1051 

DATA 

206 . 2 . 208 . 173 . 2 , 208 , 201 , 0 , 208,38 



1052 

DATA 

173.16,208,41.2,201,2,208,16.173 



1053 

DATA 

16 , 208 ,41. 253 .141, 16 . 208 , 169 , 255 .141 



1054 

DATA 

2 , 208 , 76 ,164,64, 173 . 16 . 208 , 9.2 



'1055 

DATA 

141, 16 . 208 . 169 . 100 ,141,2, 208 , 96,96 



1059 

REM ** DATA FOR M/C ROUTINE MOVING ENEMY PLANE 2 ** 



1060 

DATA 

206 ,4, 208 . 173 .4, 208 , 201 , 0 , 208,38 



1061 

DATA 

173.16,208,41,4.201,4,208,16,173 



1062 

DATA 

16 . 208 ,41. 251 ,141. 16 . 208 , 169 ,255.141 



1063 

DATA 

4, 208 ,76, 8 , 65 , 173 . 16 . 208 , 9 .4 



106/1 

DATA 

141,16,208,169,150,141,4,208,173 .90 



1065 

DATA 

70.201,0,208,17. 206 , 5 . 208 ,173.5 



1066 

DATA 

208 , 201 , 50 .240, 1 , 96 , 169 . 1 ,141 ,90 



1067 

DATA 

70,96,238,5.208,173.5.208,201,120 



1068 

DATA 

240.1.96,169.0,141,90.70,96.96 



1069 

REM ** DATA FOR M/C CONTROL ROUTINE WHICH CALLS ALL 

OTHER 

ROUTINES ** 

1070 

DATA 

32 , 116 .64, 32 , 216 ,64, 32 , 60 . 65.32 



1071 

DATA 

160 , 65 . 32 ,4, 66 , 238 . 100 , 70 , 32 ,204 



1072 

DATA 

66.173.100,70.201,16,208,8,32,0 



1073 

DATA 

64, 169 .0,141, 100 , 70.96 



1079 

REM ** DATA FOR M/C FOR MOVING PLANE CONTROLLED BY PLAYER 

** 

1080 

DATA 

32 .148, 67 . 173 . 0 , 220 , 201 , 126 ,240 ,32 



1081 

DATA 

201 , 125 .240.44. 201 , 119 ,240,44, 201,123 



1082 

DATA 

240, 56 , 173 . 197 . 0 . 201 , 10 ,240, 13,201 



1083 

DATA 

12 .240, 25 . 201 ,36,240, 25 , 201 ,39.240 



108/1 

DATA 

37,96,206,1,208,173.1,208,201,49 



1085 

DATA 

208,5.169.50.141,1,208.96.238,1 



1086 

DATA 

208 , 96 . 238 . 0 , 208 , 173 , 0 , 208 , 201,61 



1087 

DATA 

208 ,5.169,60.141,0, 208 , 96 . 206,0 



1088 

DATA 

208,173.0,208,201,49.208,245. 169.50 



1089 

DATA 

141, 0 , 208,96 



1099 

REM ** DATA FOR M/C ROUTINE CHECKING FOR COLLISIONS 

** 


1100 

DATA 

173. 31 . 208 ,41,1,201,1,240, 10 .173 



1101 

DATA 

30.208.41,1 ,201.1,240,1,96.169 



1102 

DATA 

0,141,100,70,141.106,70,96 



1109 

REM ** DATA FOR M/C ROUTINE MAKING PLANE ENGINE SOUND EFFECT ** 

1110 

DATA 

169.0,141.4,212,169.55,141,6,212 



1111 

DATA 

169.4,141,24,212,169,150.141, 5,212 



1112 

DATA 

169.6,141,1,212,169.200,141,0.212 



1113 

DATA 

169.33.141,4,212.76,48,67 



READY. 
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SEHD US MJR GfflES! 


Have you written a games program that you’d like to see printed 
within C& VG? You have? Then fill in this form and rush it to us at 
Computer & Video Games, Program Listings, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. We pay £25 for each listing 
we print — so get your game to us today! 

We’d also like you to send us a photograph of yourself — it 
doesn’t matter how silly you look—so we can feature your smiling 
face alongside your listing and make you REALLY famous. 
Money and fame — what more could you ask for? 

Please fill in the form below carefully so we know exactly what’s 
going on in your game. And please include full instructions and 
program details along with your tape. Don’t forget to keep a copy 
of your game for yourself. We’re afraid that we can’t return your 
tapes to you. 

Talking of tapes — that’s how we’d like you to send your games 
in to us. On tape or disc — with a listing if you have a printer. 

Lots of our readers have been asking just what happens to their 
games when they arrive at C&VG. Well, we send them out to our 
team of hard working reviewers who let us know just what they 
think of your game. If they like it, your tape will go into our "to be 



published” files. And that’s where the waiting starts. We receive 
several hundred tapes each month — and loads of them are 
printable. So it can take quite a while to see your game in print. But 
we like to think that it’s worth the wait! 

And starting here and now you could become C&VG’s 
Programmer of the Year — which we’ll judge at Christmas time. 
So you could get an unexpected Christmas bonus. And don’t 
worry those of you who already have had programs printed — 
you’ll be eligible too! 


Program name:. 

Machine make: .. Model . 

Other models it should run on:.Number of K needed to run it: 

Other equipment (joysticks, Extended 

Basic, add ons, etc.) needed to run it:. 

Author’s Christian name:. Surname. 

Address: . 


. Tel: .Date 

Type Of game : (If original please say so). 

Loading instructions. 

Game instructions: (If not included in the listing). 




-Office use only-- 

Date received: .. Evaluator’s comments 

Acknowledgement sent: CH topublfs^ 0 ^ | | 

—:. !?d e y1ng S u S p 0me □ 

Date sent out: . Notworth 

Date due back: . publishing |_| 

Needs to be returned to Date Same game 

author for alterations: sent:. nn^hi^rnirwf^ '-■ 

on this micro 

Due to be published in. wouldn't load 

issue of magazine. 1 — 1 









































Each and every one of these I 
listings has been tested by our 
reviewers and checked by the Bug 
Hunters at IDEAS CORP's Program 
Research HQ. But if you have 
problems with the listings in this 
Book of Games don't forget that 
the Bug Hunters can be contacted 
on 01 -251-6222 every TUESDAY. 
Big Red, Otiss, X and B-Con will be 
waiting to deal with your calls in 
their own particular style. And 
remember IDEAS CORP are always 
on the look out for wonderful new 
listings for all the major micros. So 
if you have a game you reckon can 
pass the Bug Hunter's tough tests 
then why not send it to C+ VG ? 
You'll find the special software 
form inside this book. Plenty of 
credits go to the best games... 


WARNING 
HAVE YOU SEEN 
THIS MAN 


HIGHLY DANGEROUS 
WANTED FOR 

TREACHERY 
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